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If you thought the movie was hot... 
Wait until the razor-sharp intensity of - 
full-motion 3-D graphics gets a hold 
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Meet your chefs... The Raptor slices 
and dices you, while the Spitter waits 
to baste you in his venomous 
marinade. 
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Hey Dr. Grant! Never underestimate 
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No more plain polygons or simple 
two-dimensional sprites! Ocean's 
exclusive, technically advanced 
graphics engines deliver REAL 3-D 
dinosaurs ina solid, dynamicand 
fully interactive universe. =~ 
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34..........Jurassic Park (Genesis) 

4)).........Jungle Strike (Genesis) 

“4........... Tiny Toon Adventures: 
Buster's Hidden Treasure 
(Genesis) 

£5) ssseeHOOK (Sega CD) 

52.......AMlien 3 (Super NES) 

5.........Bubsy in: Claws Encoun- 
ters of the Furred Kind 
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owdays, it seems like you 

can plug everything but the 
kitchen sink into your video 
game system. All kinds of joy- 
sticks and controllers give you rapid fire, 
slo’ mo’, remote control, and even the 
ability to program complex moves into 
simple one-tap button presses. All this 
Stuff is cool, but the truly revolutionary 
gadgets are a little more complex...and 
a lot more controversial. 

A few years ago, Galoob introduced 
the Game Genie, a “game enhancer” 
designed by Codemasters from the U.K. 
The Genie, now available for every major 
video game system, enables gamers to 
gain advantages not intended by the game 





codes to give them invincibility, endless 
lives, and other enhancements. What’s 
more, a revised PA.R. is coming that'll 
accept Game Genie Codes, making it 
the ultimate game cheat device. 

soon any gamer will be able to. 
quickly polish off any game, any time, 
without even breaking a sweat. In their 
quest for instant gratification, Game 
Genie abusers “cheat” themselves out of 
weeks of enjoyment by condensing all 
the game play into one frenzied after- 
noon. 

some gamers feel that the Genie 
and PA.R. give new life to old games. 
They claim the satisfaction of beating a 
previously impossible cart, even with the 


in their quest for instant gratification, 
Game Genie abusers cheat themselves 


out of weeks of enjoyment ...°° 





designers. Game Genie codes give infi- 
nite lives, invincibility, level selects, and 
more. After a long, well-publicized battle 
with Nintendo, Galoob finally won the 
right to market the Genie in the U.S., and 
it’s been a standard accessory for 
gamers ever since. 

Enter the Pro Action Replay. Created 
by Datel, another U.K. company, the PA.R. 
takes “enhancement” one step further. 
This device, available for every major 
game system and distributed in the U.S. 
by American Video Technologies, enables 
gamers to create their own codes. Using 
the PA.R., gamers can easily create 
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Graphics: Judges the overall artistic reno bf sprites, animation, and EE scenery. Sound: 
Critiques music and sound effects. Control: Rates how smoothly the control pad commands and 


PA.R. plugged in, is satisfaction worth 
feeling. Some games are so hard they 
would be a $60 waste if the owner 
couldn’t use the PA.R. to get past the 
first levels. When there’s little time to play 
a game (as with a borrowed or rented 
game), these cheat devices can help 
you quickly beat old bosses and meet 
new levels. 

What do you think about these 
devices? Drop us a line and let us know. 
Include your favorite Game Genie or Pro 
Action Replay success or failure stories 
and a picture of yourself. Until next 


time...good gaming! 
— The SWATPros 


— BEG. Beginner 
INT. Intermediate 
34 — 


il Ano 


the game’s interface turn you on to the on-screen action and fun. FunFactor: Are you gonna have a 
good time? Challenge: This is the average skill level necessary to play the game. When you can 
pick skill levels, we label Challenge “Adjustable.” GamePro’s Game Rating System: 5.0=Outstand- 





ing! 4. 0=Great job! 3.0=Good job! 2.0=0.K. but could be better. 1.0=Wake me up when it’s over! 
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Fill in the fighting 





The Ultimate Fight At Home. Youre The Boss. 

















You ve Met Your Match. 
The most popular arcade game of Any boss. Because on the Special The exclusive Group Battle mode 
all time — Capcom's Street Fighter II Champion Edition you can play all is found only on Genesis. 
Special Champion Edition four: Balrog, Vega, Sagat 
is now on Sega Genesis. and M. Bison. 


Now You Can Get Capcom Game Codes And Exclusive Street Fighter Information Anytime. Just Call 1-900-680-2583. 


Call charges are 95¢ for the first minute and 75¢ for each minute after. Please ask your parents permission before calling. 
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The Best Moves Win. Kick Some ____._. 


New moves in this And hit the streets to your 
Special Champion Edition make the nearest store. 
fighting more exciting than ever. 








Licensed try Sega Enterprises tid. for play on the Sogo™ Genesis” System. 





© 1993 CAPCOM, USA, INC. Sega and Genesis are trademarks of Sega Enterprises, Ltd. Street Fighter II Special Champion Edition is a trademark of CAPCOM. CAPCOM is a registered trademark of CAPCOM, Ltd. 








Phantasy Star Il: 
Defeat the Dark Force 





tned everything and | still can’t beat the 
Dark Force. 


Enk Larson, Altamonte Springs, FL 


You need tons of Hit Points, Erik. Take 
about 30 hours to march around gathering 
Hit Points, then you'll be able to whip the 
Dark Force. Make sure when you've got 
everybody on Level 35 that the Doctor is in 
your party. Have each character fight with 
their most powerful weapon: Nathu - the 
Nei Sword: the Hunter - the Nei Shot; the 
Guardian - the Nei Slasher and the AC 
Slasher; the Doc - the Nasai Technique, 
plus healing with the Star Mist. 


X-Men: Beat Magneto 

I’ve tried everything to beat Magneto in 
X-Men for the Genesis, but | can’t hurt 
him at all. He always turns on his force 
field before he gets hurt. 


J. Tourville, Belleville, IL 


Here’s how the X-Men make an ex-Magneto. 
Stand on the far right platform in Magneto’s 
lair and let Magneto come at you. As soon 





as he hits you, he’s vulnerable for a split 
second, and you can get in a shot. Jump 
down and go to the far left platform to 
repeat the procedure. Keep moving from 
far left to far right and back. If you’re lucky, 
you can sometimes use your Mutant Power. 
When you're almost dead, switch to a new 
X-Man. Try to end with Wolverine, since he’s 
the only one with a renewable Heatth Bar. 


X-Men: Turn Off 

the Computer 

In X-Men for the Genesis, how do you 
deactivate the computer on Level 5? 


Robert Senska, Forestburg, SD 


The computer gives you a message telling 
you to “reset something now.” Think about 
it: What can you reset? Is it actually in the 
game, or somewhere else? Try looking in 
front of you. 


Ecco the Dolphin: 
The Dark Water 






I’m stuck in the Dark Water Zone (Level 
19) in Ecco the Dolphin for the Genesis. 
Every time | get to the Asterite, it kills me, 
even though it was friendly in Level 10. 


S. Donly, Falls Church, VA 


Use your Charge Attack to consecutively hit 
five balls of the same color in a row. Don’t 
hit any other colors, or you’re doomed. 


Ecco The Dolphin: 

The Machine 

| finally made it to The Machine in Ecco 
the Dolphin, but | can’t get past it, and | 
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can't destroy the creature coming after 
me. Can you give me some helpful tips? 


Ellen Miller, Glendale, NY 


Blast the eyes with your Sonar. They'll take 
up to 15 hits. When the eyes are gone, 
Charge Attack 10 times on the chin, but be 
careful not to get sucked into the mouth. 
Finally, Charge Attack the side of the skull. 


Shining in the Darkness: 
Magic ltems 
In Shining in the Darkness for the Genesis, 


what do the Magic Mirror, Magic Hood, 
and the Mithril Ore do? 


Joel Halet, Milton, WA 


The Mirror is used in battle to deflect spells. 
Anything other than a spell will crack it. 
The Hood is used for protection, but there’s 
nothing special about it. The Ore will be 
used in trade. After you finish four Trials, a 
new shop will open in town. Trade the Ore 
and the cursed Dark Block for weapons. 


Streets of Rage 2: Mania 





How can | get to the special stage called 
Mania in Streets of Rage 2 for the Gene- 
sis? | beat the game on Hard and never 
Saw it. 


Bnan Johnson, Antioch, CA 


After beating the game on Hard, select 
Option. Hold down A and B and hit Start 
on Controller Two. Mania will be one of 
your choices. 


Fetacdle 





Lertere? 


In the instruction manual for Night Trap 
on the Sega CD, it says there are over 90 
minutes of real video and game play, but 
when | play the game, there are only 
about 26 minutes. Is the game lying, or 
am | doing something wrong? 


Yuan Zhu, Los Angeles, CA 


The only thing you’re doing wrong is win- 
ning too quickly. There really are 90 min- 
utes of video going on, but much of it is 
happening simultaneously in other rooms. 
You'd have to go back and check out all 
the possible tracks to see everything. 


| SUPE NES 





lve owned Star Fox for the SNES for 
about a month, and | still can’t get to the 
Black Hole. Help me! | gotta get there! 


Bradley Miller, Sherwood, OR 


There are three rows of five asteroids in 
Stage 2, and the middle asteroid is orange. 
Get close to the orange one, hit the brakes, 
shoot it, and fly through it’s exact location. 
Do this for all three asteroid belts, then 
destroy the smiling moon that appears. The 
Black Hole will materialize. 





In Stage 4 of Star Fox, | found a Dolphin 
that spits objects. The only problem is, 
| don’t Know how to make the Dolphin 


appear. 
Jake Ward, Ojai, CA 


You mean a Whale, right? Gotta keep those 
mammals straight, Jake. The Whale auto- 
matically appears when you’ve destroyed 
100 percent of your enemies. 





Where is the Goddess Bracelet in Super 
Ghouls & Ghosts for the SNES? 


lan Kay, Tacoma, WA 


So you fight to the end, beat every boss, 
and Princess Guinevere sends you back to 
the beginning for her Bracelet? Thanks a 
lot, Princess! Fortunately, you find it 
almost immediately. Fight through the 
Graveyard without taking a hit and open 
every Treasure Chest. You'll find the 
Bracelet, which is actually a powerful 
weapon, before you reach the Tidal Wave. 


How do you make it past Bowser on 
Mario Bros. 3? I’ve tried everything! 


Tom Riley, Femley, NV 


Stand in the middle of the brick floor and 
wait for Bowser to jump toward you. When 
he does, run under him and he’ll land hard 
on the bricks, smashing them. Do this 
three times, and he'll fall right through. 
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| can’t figure out how to get past the 
“Turtle Van” in the original Teenage 
Mutant Ninja Turtles on the NES. 


Chns Swofford, Elizabeth, CO 


Destroy the Level 5 Technodrome by wait- 
ing for the front electrical barrier to drop. 
When it does, jump on the tread, attack the 
two side guns, then attack the eye when 
it’s exposed. Donatello’s probably your 
best Turtle for this attack. 
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I’m having trouble finding Reptile in Mortal 
Kombat. I’ve heard rumors about him 
and even seen him, but I’ve never been 
able to fight him. 


Stintz, Oxnard, CA 


There’s no trick. Just follow his instruc- 
tions - come alone, look to the moon, 
score perfect Fatalaties, etc. - and he'll 
randomly appear. 


One day when | was playing Street Fighter 
ll at the arcade, | saw Blanka turn into 
Ryu. Could this be true? 


Darwin Kang, Milton, Ontario 


Your eyes aren’t playing tricks. You're 
playing an illegal version of SFil Turbo, so 
you’re able to do weird things like switch 
characters in the middle of a game. 


ATPRO 
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There’s a cool Option Screen in F-22 
that gives you unlimited firepower, invin- 
cibility, and more. During your game, 
simultaneously press Buttons B and 
C and the Option Screen will appear. 


Aaron Evers, St. Clair, MO 





Play as the Same Character 
SEC ECF PLAYER 


axe 





To enable both players to select the 
same character in Streets of Rage 2, 
wait until the Title Screen appears. 
Then, press and hold Right, Button B 
on Controller 1, Left, and Button A on 
Controller 2. While continuing to hold 
all these buttons, press Button C on 
Controller 2. 


Jay Shreve, Oil City, PA 
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Here are two special passwords for Lotus 
Turbo Challenge that'll give you different 
game options. Plug in the password 
MANSELL, and you'll be able to race 
through the entire circuit without worrying 
about qualifying. You’ll automatically 
qualify for the next race. For a super- 
powered Lotus, plug in the password 
SLUGPACE. Your car can go from ze- 
ro to 60 m.p.h. in seconds. 


Ronnie Baker, Chapel Hill, NC 





Level Skip, Invincibility, 
and Level Select 











thee A : As 
There'll be no more temper tantrums af- 
ter you get ahold of these tricks. First, 
plug in two controllers. When the Title 
screen appears, simultaneously press 
Buttons A, B, C, and Start on both 
controllers, then begin a regular game. 
When you're ready to skip a level, press 
Start to pause. Then, simultaneously 
press Buttons A, B, and C, and you'll 
advance to the next level. 


Wraith 
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To become invincible, press Start to 
pause, then press Button B. To turn off 
the invincibility, press Start to pause, 
then push Button A. 

Finally, to choose any level, press 
Start to pause the game, then press But- 
ton C. Numbers appear below the word 
“Pause.” Use Left and Right on your 
control pad to choose any level. When 
you've reached the level you want, un- 
pause and begin your game. 

Ken Ottosen, 
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Here's the ultimate password for Ecco 
the Dolphin. This code gives you all the 
air you need in any level. In fact, the air 
meter disappears altogether. Simply plug 
in the password LIFEFISH, then push 
Start to begin the game. 


Aaron Eppy, Fitchburg, MA 






You’ re inly universal math this set of 
passwords. 


Stage 1-2: CHSGM 
Stage 1-3: MKSNS 
Stage 2-1: SGGBY 
Stage 2-2: JLGPH 
Stage 2-3: JDRSD 
Stage 3-1: PKSND 
Stage 3-2: CWBPM 
stage 3-3: SFINP 
stage 4-1: CMVDG 
Stage 4-2: BYTCM 
Rodger Pittman, Rochester, IN 
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Need some new competition in Jennifer 
Capriati Tennis? Plug in the password 
GRAND.SLAM and prepare for an 
ace. You'll be able to access a new line- 
up of 24 players —- 12 women and 12 
men. Be sure to put a period between 


Grand and Slam, and fill up the rest of 
the password slots with periods. 


Bobby Orlando, Miami, FL 
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Zap! You can begin Lightening Force 
with 99 lives. When the words “Press 
Start” appear on the Title Screen, 
simultaneously press Buttons A and 
Start. When the Configuration Screen 
appears, highlight “Stock Ship” and set 
the number to zero. You'll then have 99 
ships when you begin your game. 
Scott Hill, Burlington, NC 


Round Select and More 
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Hit the streets with this code to choose 
any round and to begin with 27 lives. 
You can also play hidden difficulty lev- 
els, including Mania. When the Title 
Screen appears, select Option. Then, 
simultaneously press Buttons A and 
B and hit Start on Controller 2. Next, 
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choose any level, any round, and begin 
with nine lives and two continues for a 
total of 27 lives. 


Jason Paul, Ann Arbor, Ml 
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Stage Select 





MORIA AAT. 


Cowabunga! You can choose any stage 
you like in Hyperstone Heist with this 
trick. Wait for the Konami logo to appear, 
then press Button C, B two times, A 
three times, B, and C before the logo 
disappears. Next, press Start. 


PRESS START 





Then, when the Title Screen appears, 
press Button A, B two times, C three 
times, B, then A. Press Start again and 
an Option Screen will appear that 
enables you to choose any stage. 


lan Bell, Beaverton, OR 
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Need a hand with X-Men? Here’s a 
Stage select! Wait for the Title Screen to 
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appear. When it says “Press Start But- 
ton,” press and hold Button A, Button 
C, and Down, and press Start. Unplug 
the controller and put it into port #2. 
When Magneto appears, press Start. 
Pick your difficulty level and superhero. 
When the game starts, walk over to the 
control panels on the right. Each panel 
on the floor represents a stage in the 
game. When you get to a level you want, 
press Down and C, and you'll instantly 
go to the chosen level. Then, whenever 
you start running out of power, press 
Start twice and your health bar will refill 


Tiny Toon Adventures: 
busier’s Hidden treasure 


Passwords 


i 





Ee 


Bust Tiny Toons with this complete set 
of passwords. 


Dizzy Devil: 
BYBG LDDL LDBD DLDD LDTG 


Calamity Coyote: 
GRBB TLLD LLBB MILL DLPD 


Plucky Duck: 
XHBQ HZGL LDBQ HZDD LLGM 


Fight Toxic Revenger: 
GJBQ HZZG LLBQ HZZL DDMR 


Fight Pirate Ship: 
QJBW HZZB DLBW HZZK LLMG 


Hamton: 

KTBQ HZZO WGBQ HZZO ODVR 
End: 

PDBW HZZQ ZKBQ HZZW ZGJIN 


Brian Cox, Middletown, OH 


12 


ove te 


. 
RE 4 
“ore Ler? An Mtr OF 


CeLeCT MET FO Leste OPTIONS screen 


This code gives the Mutants lots of 
special options. When the game begins, 
go to the Options Screen. Set the Music 
to “05” and the Sound FX to “21.” Move 
the cursor to Exit, then simultaneously 
press Buttons A, B, C, and Start. If 
you've performed the trick correctly, 
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The Cheater Mode Menu will appear, 
giving you a stage select, maximum 
lives, unlimited weapons, and more. 


Brent Walker, Bennington, VT 


Ecco the Dolphin 
No Music 





- fee os 
Here’s a code that enables Ecco to 
splash through the briny deep with 
sound effects, but no music. At any time 
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during your game, press Start to 
Pause. Then, press Button A five 
times. Press Start again to resume play, 
and the music will disappear. 


Gabe Caviness, Durham, NC 


riasnback 


Take on any level and any difficulty in 





, 


Flashback with this complete set of 
codes. 

Easy: 

Level 1: PIXEL 
Level 2: BETSY 
Level 3: PANCHO 
Level 4: STUDIO 
Level 5: TOHO 
Level 6: AKANE 
Level 7: INCBIN 
Normal: 

Level 1: FALCON 
Level 2: DATA 
Level 3: MILORD 
Level 4: OQUICKEY 
Level 5: BUOU 
Level 6: BUBBLE 
Level 7: CLIP 
Expert: 

Level 1: CLIO 
Level 2: ACRTC 
Level 3: BLUB 
Level 4: STUN — 
Level 5: MIMOLO 
Level 6: HECTOR 
Level 7: KALIMA 


Ending Code) CYGNUS oo 


Jordan vs. Bird: 
Super One-on-One 
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LEVEL SELECT 
CONT I MUE 
MUSIC SELECT 
SOUND SELECT 


PUSH START BUITON [TU EXIT. 





There are more difficulty levels than meet 
the eye in Fighting Masters. To reach the 
easiest level, go to the Options Screen sal : 
and set Level Select on easy and Jump way ahead in Risky Woods with 
Continue on 5. Then, go to Music Select this trig of Game Genie codes. 
and listen to 8C, 8B, and 8A. Next, go to 

Master Code (must be entered): 
Sound Select and listen to 90. To reach RHST-26WY 


the Mania Level, follow the same proce- 
dure, but set the Level Select to Hard. Start on Stage 12: 2T8A-JAGJ and 


Zachary Mouri, Rancho Santa Margarita, CA AABAJ ARG 
Clock never runs down: AVLT-OA2W 
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Hit the Ice 





Hit the Ice as the Sky Blues with these 


Championship passwords. 

Vs. the Blues: 1003 

Vs. the Pinks: 2A13 

Vs. the Yellows: 2R93 

Vs. the Purples: 3AH3 

Vs. the Greens: 3RQ3 

Vs. the Grays in the 
Championship:  4B13 

Justin Cooper, Trenton, Mi 

I2: The Arcade Game 





Level Select 


VCROG 1 he Om re - 
eh OO OO “ Sig 
AT MN cM i — E:T a 


TERwninarah Fre = 


ee “ ~ ee 5 





You'll be back any time you like when you 
choose any level in T2: The Arcade 
Game. When the Title Screen appears, 
press Up, Down, Left, Right, Up, Down, 
Left, and Right. If you’ve done the trick 
correctly, you'll hear the word “Excellent.” 
When you begin play, simply press Start 
to pause the game, then simultaneously 
press Buttons B and C to skip the 
Stage. You can use this trick to skip to the 
stage of your choice. 


Benjamin James, Tulsa, OK 
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Batman Returns 





Journey through Gotham City with this 
level-select code. Go to the Option 
Screen. When the Game Type Screen 
appears, choose Driving. Press and hold 
Left on the control pad and press B. 
Move the cursor down to Difficulty, press 
and hold Left again, then press Button 
B. Repeat this for each selection on the 
Options Screen. Then, repeat this proce- 
dure back up the option list until you 
reach Game Type. If you’ve performed 





the trick correctly, you'll hear a ringing 
sound, and you'll be able to alter any 
option on the screen. After you’ve 
chosen your options, press Start to be- 
gin your game. When the game begins, 
press Start again to pause, then press 
Button C. The game will zap to the next 
level. Repeat this procedure until you’ve 
reached the level of your choice. 


Dennis Bonomini, Woodbridge, IL 
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To reach any stage in Sol-Feace the 
easy way, press A, B, C, A, B, C, B, C, 
B, and A at the Title Screen. If you’ve 
performed the trick correctly, you’ll hear 
a beep. Press Start to reach the 
Configuration Mode. Under Exit, the 
words “Start and Mode” should appear. 
Select Start to choose any stage, and 
Mode to access the Mode Select. You 
can also skip a stage during play. If 
you're in the middle of a stage, simply 
press and hold Button C, then press 
Button B. Continue to hold B and C, 
then press Button A. You'll skip straight 
to the next stage. 


John Mossburg, Chesnee, SC 





tts super ce to skip a stage in 
Time Gal. All you have to do is hit Start 
to pause during any stage, and press 
Button C. You'll instantly zap to the next 
Stage, complete with all of the bonus 
points you've earned in the last stage. 


Manfred Wong, Kaneohe, HI 





Biack Hole Assault 
ie rc eat 
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Aas 2 
Slip in these codes to take a quick 
peek at some different scenes in Black 
Hole Assault. Go to the Name Entry 
Screen and enter the name FOMA. 
Then, go to Operation BHA and choose 
the name FOMA. An Option Screen will 
appear in Japanese. Choose one of the 
options, and a different level from the 
game will appear. The further down the 
list you choose, the further into the 
game you'll see. The final entry shows 
the end of the game. 


James Behanna, Painesville, OH 
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Super Password 


INPUT PASSWORD 
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The fighting’s easy with this password 
that enables you to play as any of the 
bosses or enemies in Combatribes. 
Just enter the password 9207. 


Dennis Man, Oakland, CA 


Begin with 75 Lives 





Here’s a pad trick that enables you to 
begin as the Road Runner with 75 lives. 
When the Title Screen appears, simulta- 
neously press and hold Button R, 
Button Y, Left, Select, and Start, then 
press Button X. Beep, beep! 

Mike Foster, Hartford, CT 
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VERYHARD 
06 STOP 
00 
STEREO 
HORMAL 
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Create a new difficulty setting with this 
simple Sonic Blast Man trick. When the 
Title Screen appears, simultaneously 
press and hold Buttons L and R, then 
press Start. Go to the Options Menu, 
and you'll discover a new difficulty 
setting, “Very Hard.” 

Jason Steele, Red Deer, Canada 


Unlimited Continues 





Here’s a Tiny Toon code that gives you 
unlimited continues, and you won't 
have to battle the boss at the end of 


each stage. 


The password is Plucky Duck, Babs 
Bunny, Bookworm. 


Nicholas Stiles, Dalton, GA 
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The iy wil fly hen you fs. a sieicl 


at these Bubsy passwords. 
Chapter 1:  JSSCTS 
Chapter 2: CKBGMM 
Chapter 3: SCTWMN 
Chapter 4: MKBRLN 
Chapter 5: LBLNRD 
Chapter6: JMDKRK 
Chapter7: STGRIN 
Chapter 8: SBBSHC 
Chapter 9: DBKRRB 
Chapter 10: MSFCTS 
Chapter 11: KMGRBS 
Chapter 12: SLJMBG 
Chapter 13: TGRIVN 
Chapter 14: CCLDSL 
Chapter 15: BICLMB 
Chapter 16: STCJDH 
Dan and Scott, Phoenix, AZ 


Siay the arama S Lair by choosing any 
level with the following codes. 

After the two Snake Bosses: 
2D, 4C, 6A, 8B 
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After the large Bat: 1B, 2D, 7A, 8C 
After the Grim Reaper: 3D, 4B, 5C, 6A 
The Dragon’s Lair: 1A, 3B, 5C, 6D 

Tim Plunkett, Leavenworth, KS 


Super Codes 

No more temper tantrums when you 
plug in these Game Genie codes. 
Advance to the next level after one Kiwi: 
6089-319C 


Start on Act 3, Level 1: 4436-1140 and 
7D36-1110 and D63F-15C0 





You'll go looney when you plug in this 
Tiny Toons password and discover that 
you can play any of the bonus games. 
The password is: Elmyra, Shirley the 
Loon, and Calamity Coyote. When 
the bonus game menu appears, use 
Select to choose your bonus game, then 
hit Start to begin play. 

Cameron Mitchell, Boston, MA 
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Max oii your hanes in the Gambit Sure 
You snag an extra life each time you grab 
100 Stars. The easiest way to build up 
Stars in this Stage is to proceed through - 
it until you reach the fourth Green Globe. 
Stand just to the left of it and leap over it, 
right off the screen. Try to land in the same 
spot that you jumped from, without 
touching the Globe. If you manage to 


land in the correct spot, you'll getatonof 
Stars. Quickly repeat this procedure, and _ 


you should be able to build up ten lives 
before you’re nailed by the giant wheel. If 
you repeat the entire procedure again and 
again, you can build up 99 lives. 

Taylor Bird, Dallas, TX 
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Doubles your Cybemator oaths with 
only a pad press or two. When the Title 
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When the Stage Select Screen appears, 


choose any scenario and press Start to 
begin play. 
Ryan Davenport, W. Hartford, CT 
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SANE LEVEL. NORMAL. 
KEY OPTION TYPE on 
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Here's a Game Genie code for your 
_ Super Nintendo that makes weird stuff 
happen in Street Fighter Il. When both 


fighters face in the same direction, their 
fireballs will ricochet. Each of the 
fighters also pulls funny faces, plus 
they'll try to slide instead of walk. The 
code is: 97A6-0767 

The code to give Ryu electric fireballs is: 
4536-D46D 


Michael Dang, San Francisco, CA 
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Plug in these Pro fiction sme Eade 
and you'll be virtually invincible in Super 
Castlevania IV, 

Infinite Hit Points: 7E13-5410 
Infinite Lives: 7E00-7C99 
Infinite Hearts for Weapons: 7E13-F214 


John Compton, Toronto, Canada 


Japanese Brawl Brothers 
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The Japanese version of Brawl Brothers is 
hidden inside the U.S. cart. To access it, 
wait until the white Jaleco screen 
appears, then quickly press Buttons B, 
A, X, and Y repeatedly. If you’ve done 
the trick correctly, you'll hear a strange 
noise and a black-and-white screen will 
appear. Press Start and another strange 
screen will appear. When this screen 
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appears, press Down three times on 
your control pad, and then press Start. 
When the Option Screen appears, it will 
have the Japanese title in the back- 
ground. Choose the type of game you 


want and then begin play, Japanese style. 


Rory Ritter, Chicago, IL 


To check out i Aerobiz's serene simply 
wait until the New Game/Continue 
Screen appears and press Select. The 
sound Test Screen will appear. Press Up 
or Down on your control pad to change 
the sound selections, then press A to 
play the sound. Finally, press B to return 
to your game. 


Joshua Born, San Francisco, CA 


Powered-Up Codes 
Here are Pro Action Replay codes that 
give you infinite lives and powered-up 


weapons for Firepower 2000. 
Jeep 

Infinite Lives: 7E60-9A63 
#7 Bullets: 7E60-D607 
#7 Flamethrower: 7E60-DA07 
#7 Plasma: 7E60-DE07 
#7 Laser: 7E60-E207 
#7 lonic: 7E60-E607 
#7 Super Weapon: 7E60-DF07 
Helicopter 

Infinite Lives: 7E60-9C63 
#7 Bullets: 7E60-D807 
#7 Flamethrower. 7E60-D807 
#7 Plasma: 7E60-DC07 
#7 Laser: 7E60-E407 
#7 lonic: 7E60-E870 
#7 Super Weapon: 7E60-E807 
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The cookie won’t crumble as easily 
when you use this round-select code to 
reach Rounds 11-99. Go to the Option 
screen, and set the Music to Off and the 
speed to High. Choose Round 10, then 
hold Up on your control pad and 
press Select. Round 10 will change to 
Round 11. To choose any other round, 
press Select, or Left and Right on your: 
control pad. Surprise! 

Now when you play, you won't be 
sorting cookies. Instead, you'll be sorting 
the enemies from the Super Mario games! 


Shaun eae Royers Ford, PA 








Time Cruise 
Begin with 90 Million Points 
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Max out your points the easy way with 
this Time Cruise trick. Go to the Option 
Mode screen, then press Up, Right, 
Down, Left, Up, Right, Down, Left, 
Button Il four times, and Select two 


times. A new option, “90,000,000 Start,” 


will appear on the menu. 
Rick Warner, St. Louis, MO 


Shadow of the Beast 
invincibility 
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This monstrous code gives you invinci- 
bility in Shadow of the Beast. When the 
Title Screen appears, press Button Il, 
Button | two times, then Button Il. 
You'll know if the trick worked if your 
energy changes to 99. 


Ted Orkhill, Chico, CA 








Time Cruise 
Play All the Bonus Rounds 
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Pinball wizards can practice all of the 
bonus rounds in Time Cruise with this 
slick trick. Go to the Practice Mode 
menu, then press Up, Up, Down, Down, 
Button Il, Button Il, Right, Select. A 
new Practice Mode Screen will appear 
that enables you to access any of the 
game's bonus rounds. 


T.J. McDonald, Eureka, CA 


Samurai Ghost 
Stage Select 
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You'll have more than a ghost of a 
chance when you use this easy pad trick 
to access a hidden Configuration Screen 
in Samurai Ghost. Wait until the Title 
Screen appears, then press Up, Left, 
Right, Button Il, then Button | on your 
control pad. 


Gene Akila, Cleveland, OH 
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GAMEBOY. 





Blaster Master Boy 


Stage Select 

Blast to any stage in Blaster Master Boy 
with this easy trick. When the Title Screen 
appears, choose Continue. Press and 
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hold Button A, then press Start. When 
the Stage Select Screen appears, use 
your directional pad to choose any stage. 
Jamie Cogburn, Amherst, MA 

Kid Dracula 


Passwords 
Bite into these Kid Dracula passwords. 


Level 2: 5613 
Level 3: 3272 
Level 4: 7283 
Level 5: 5346 
Level 6: 7225 
Level 7: 5539 
Level 8: 7158 
Harry Artinian, Oradell, NJ 





Master Shinobi 2 with these passwords. 

Yellow, Pink, Green, & Blue Ninjas: DO9F9 

All Ninjas and Yellow Crystal: 11817 

All Ninjas and Yellow, Pink, and Blue 
Crystal: B9B12 

All Items: 1FEDF 


Scott Hill, Burlington, NC 
Lemmings 
Passwords 


Don’t follow the leader. Use these Lem- 
mings codes instead. 


Fun, Level 7: BUIOBCFK 
Fun, Level 15: JSEJTGMY 
Fun, Level 17: IRCEIOAA 
Tricky, Level 3: JTHPGFDY 
Tricky, Level 4. RDHPGFEC 
Tricky, Level 5: WMZSEJTG 
Todd Lemein, Half Moon Bay, CA 
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In each issue of SWATPro, we give 
you some of the greatest gaming 
secrets ever discovered. This 
month, Classic SWAT gives you 
more Classic level-select tricks. 





To select any level up to Level 10, wait 
until the Title Screen appears, hit Reset 
13 times, then press Start. Choose the 
Continue Option and use Left and Right 
on your controller to select a stage. Hit 
Start to begin the game. 
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Simultaneously press Button A and 
Start any time during play. If your timing 
is just right, you'll jump to the next con- 
secutive round. 


ORIG FRLONY 


SELECT STARTING LEVEL: ©@9 





Wait until the Title Screen appears, then 


simultaneously press Buttons A, B, Se- 


lect, Up, and Left. When the Level! Se- 
lect Screen appears, use Up and Down 
to choose the level number. Press Start 


to begin play. 
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Simultaneously press Button A, Select, 


and Start during the Title Screen. Use Up 


and Down on the control pad to change 


the stage numbers, then hit Button A or B 


when you've chosen your stage. 


Top 
609090000 


GHOSTS’R) ™ 
ROBLINS | 


+d ft PLAYER 
2 PLAYERS 


7M AM cEnSeD BY NeReNDS NS 
OF AMERICA INC 
Wait until the Title Screen appears, then 
hold Right and press Button B three 
times. Next, press Up and Button B 
three times. Then, push Left and But- 
ton B three times. Finally, push Down 
and Button B three times. Hit Start to 
reach the Level Select screen. Use But- 


tons A and B to pick your level. 


HI SCORE 
BOOa0O 


GQME STORT 
CONFIG. S¥S _ 


GUN-NOC CONTROL ROOM 


AREN-—F 

* SOUND TEST-OS5 —~ 
GAME LEVEL ~-2 INTERMEDIATI 
NO RICOCHET OF BULLETS 
SPEED HOS PRIORITY 


At the Title Screen, enter the Config.Sys 
Mode and set the Sound Test to 05. 
Choose your level and hit Start to begin 
your game. 
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When the Title Screen appears, simulta- 
neously press Buttons A, B, and Left 
on Controller 1. When the Mountain 
Course Map appears, use Button A to 
choose your course. 


Wait until the Title Screen appears, then 
press Button B, A, B, A, Up, Down, B, 
A, Left, Right, B, A, and Start. If you’ve 
done the trick correctly, “Stage 1” ap- 
pears. Select the stage you wish to begin 
on and hit Start to begin your game. 


To pick any level up to nine, simultane- 
ously hit Buttons A and Start during the 
“One Player, Two Player” screen. 


ALWAYS FIGHT FOR 
LAH AND ORDER IN 
THE WILD WEST. 


Plug in this password: 0810 7830 3251 
2. Leave the last three digits blank. When 
you enter the password, the words “Area 
Select 1” appear. Use Up and Down to 
change the stage number, and press 
Start to begin your game. 


During the Title Screen, press Button A 

four times, B four times, A, B, A, B, A, 

B, A, B. You'll hear an unusual sound. 

Now, press and hold the appropriate 

code for the level you want, as follows: 

1-2: Button B on Controller 2. 

1-3: Button A on Controller 2. 

1-4: Button A and B on Controller 2. 

2-1: Button B on Controller 1. 

2-2: Button B on Controller 1 and B on 
Controller 2. 

2-3: Button B on Controller 1 and A on 
Controller 2. 


3-1: Button B on Controller 1, and A 
and B on Controller 2. 

3-2: Button A on Controller 1. 

3-3: Button A on Controller 1 and B on 
Controller 2. 

4-1: Button A on Controller 1 and A on 
Controller 2. 

4-2: Button A on Controller 1, and A 
and B on Controller 2. 

4-3: Buttons A and B on Controller 1. 

5-1: Buttons A and B on Controller 1 
and B on Controller 2. 

5-2: Buttons A and B on Controller 1 
and A on Controller 2. 

While holding the buttons for the stage 


you've selected, hit Start on Controller 1 
to begin your game. 
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Turn on the power and make sure that 
the JVC/LucasArts screen appears. If it 
doesn’t, turn off the power and turn it 
on again until you see this screen. Next, 





when the Title Screen appears, press A 
four times, X, B four times, Y, X four 
times, A, Y four times, B. Choose your 
character and begin a normal game. 
Then, simultaneously press Buttons L 
and R on Controller 2. You'll go to a 
Game Debug Screen that enables you 
to choose any level and several other 
cool things. 


ACTION KUNG EG 


START S 
CONTINIIE 99 
™ RAND & 1990 HUDSON SOFT 
LICENSED BY 
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Begin a game and let Jackie die. When 
the Title Screen reappears showing five 
continues, hit Up, Up, Down, Down, 
Up, Down, Button B, Button A, and 
Start on Controller 1, then hit Button B 
on Controller 2. If you’ve done the trick 
correctly, a number appears next to the 
word “Start.” Use Up and Down on Con- 
troller 1 to change the stage number. Hit 
Button B on Controller 2 to change your 
five continues to 99. 


Wait until the Title Screen appears and 
tells you to press the Start button. Then, 
press Up, Up, Down, Down, Left, 
Right, Left, Right, B, A, Select, and 
Start. Now you can select any level up 
to Level 4-a. 





Golden Axe Il 

While the intro screen rolls, press and 
hold Buttons A, B, and C, then press 
Start. Continue to hold Button A, then 
release Buttons B and C. Now, while 
Still holding Button A, simultaneously 
press Buttons B and C again to enter 
the Options Screen. Continue to hold 
Button A, but release Buttons B and C 
once again. Select Exit on the Options 
Screen. Then, while still pressing Button 
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A, simultaneously press Buttons B and 
C to return to the main menu. Continue 
to hold Button A, and release Buttons B 
and C. Now, while still holding Button A, 
simultaneously press Buttons B and C 
to choose the number of players. Contin- 
ue to hold all three buttons and press 
Start to choose the normal game. While 
still holding all three buttons, highlight 
your character, press Up, and press Start. 
Now choose any level in the game. 


Gain Ground 





Go to the Option Screen. Move the cur- 
sor to the word “Level.” Next, press 
Buttons A, C, B, then C. The words 
“Round Select” will appear underneath 
“Sound Test.” 


After Burner Il 





Wait until the Title Screen with the words 
“Start/Options” appears. Simultaneously 
press and hold Buttons A, B, and C on 
your control pad, then press Start two 
times. When the words “Select Stage” 
appear, use Left and Right on your con- 
trol pad to choose any stage up to 20. 


Trampoline Terror 

Wait until the Title Screen appears, then 
simultaneously press Buttons A, B, C, 
and Up, then hit Start. You'll enter a se- 
lection screen where you can choose any 
level and select up to 99 continues. 
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Wait until the game's Title Screen ap- 
pears, then simultaneously press But- 
tons A, B, C, Up, and Start. A map area 
will appear. Use Up and Down on your 
control pad to choose your level and hit 
Start to begin your game. 


Moonwalker 





Choose any level (except the sixth level) 
with this code. On Controller 2, simulta- 
neously press and hold Up, Left, and 
Button A, then hit Start two times. 
The words “Round 1” will appear. Use 
your directional pad to change the 
round numbers, then press Start to be- 
gin your game. 


22 








M.U.S.H.A. 


When the Sega logo appears, press Re- 
set. Wait for the Sega sign to reappear 
and press Reset again. Repeat this pro- 
cedure eight more times. Finally, let the 
Title Screen appear and enter the Op- 
tions Menu while pressing Down and Left 
on your control pad. The words “Game 
Level” and “Round” will appear Choose 
Round, then use Right and Left on your 
control pad to select any stage. 


Populous 

Select “New Game.” Next, press Button 
B, then press Up or Down on the control 
pad until numbers appear. Choose any 
Stage by selecting different numbers. To 
choose a particular level, put in a number 
that’s five times the number of the level 
you'd like to play. 


Sonic The Hedgehog 2 
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Go to the Options Screen and highlight 
the sound test box. Use your control pad 
and Button B to change the song num- 
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bers, and play them in this order: 19, 65, 
9, 17. If you’ve done the trick correctly, 
you'll hear a ring at the beginning of song 
17. Press Start. When the Title Screen 
appears, press and hold Button A, then 
press Start again. A Level Select Screen 
will appear to enable you to choose any 
level in the game. 


Steel Empire 





Enter the Options Screen. Now perform 
the Sound Test in the following order: 
Sound 1 twice, Sound 9 once, and 
Sound 2 twice. A Round entry wil 


appear. 





Battle Unit Zeoth 


Wait until the intro music during the Title 
Screen ends, then simultaneously hit 
Down, Button A, and Button B over 
and over. Wait until you hear the same 
number of musical tones as the stage 
number you wish to play, then hit Start. 


Blaster Master Boy 

At the Title Screen, highlight Continue. 
Then hold down Button A and press 
Start. Press Left and Right to pick any 
Period in the game. 
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1E WILD! 


The Sequel 


FOR SUPER NES & GENESIS 


Remember the law of the paw, “run for fun.” | 


_And, Chester Cheetah is a cat that knows 
where it's at! 

He is heading home, while it's time to roam. 
In the all new Wild, Wild Quest, Chester 
Cheetah is spotted for trouble enroute to Hip 
City. Watch his feet take to the streetas he | 
encounters the fate of the state. Not-So-Great 
Falls, Montana, Un-Clearwater, Florida, Little 
“Socks” Arkansas and others are just some of 
the towns that try to treat him like a clown. 
But, cool cats don’t act like that. You have to be 
Pole) MoM all(-5 


Kaneko USA, Ltd. 
1370 Busch Parkway Buffalo Grove, IL 60089 
Phone (708) 808-1370 Fax (708) 808-1375 


“Wild, Wild Quest,” features a full 8 Meg, 16 
bit platform of adventure. Radi-cool graphics 
and hip characters make this a walk on the 
wild side for both Genesis and Super NES game 
platforms. Go wild now with the all-new 
Kaneko USA’s Wild, Wild Quest, the game 
where you'll never know where you'll be 
spotted next! 


CHESTER CHEETAH® and the character are registered trademarks of Recot, Inc. under 


license by Kaneko USA, Ltd. © Recot, Inc. 1993 Frito-Lay, Inc. Dallas, Texas 75235-5224. 


Licensed by Sega Enterprises Ltd. for play on the SEGA GENESIS® SYSTEM. SEGA and 
GENESIS are trademarks of Sega Enterprises Ltd. Nintendo® and Nintendo Entertainment 
Systems® are registered trademarks of Nintendo of America, Inc. 
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Risky Woods 
Take No Risks 





Jump way ahead in the game with this 
trio of Genie codes. 

Master Code (Must be entered first): 
RHST-26WY 

Start on Stage 12: 2T8A-JAGJ and 
AA8A-JA8G 

Clock never runs down: AVLT-OA2W 
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The Streets are a lot easier to take on 
when you use this code to punch up infi- 
nite lives for both players. 

Infinite Lives: AW7T-AA6L 


Dez McSharry, San Francisco, CA 


X-Men 
Mutant Power-Up 


Plug in this X-Men code to regenerate 
your Mutant Power more quickly. 


Speedy Mutant Power Regeneration: 
TCKT-CAFT 


Stephen Van Bellen, California, .MD 
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Stop clowning around. With this pair of 
codes, the kid’s invincible! 

Infinite Lives: AANAUAPA 

Infinite Energy: SZKEOESE 


More Mega Man Power-Ups 





Plug in these MM5 codes to make the 
mega-nificent one invincible. 
Infinite Energy: GXSEYZSA 
Infinite Lives: GXXAAIVG 
Infinite Mega Tanks on Pick Up: 
GXSEPZVG 


Larry Denham, Holladay, TN 
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Battletoads 

invincibility 

Here’s a hip-hop code that helps you get 
through this tough version of the toads 
saga. When you reach the river, turn off 
the Genie until you come to the Jet-Ski. 
Invincibility: AAA-AAD-566 

Steve Artherton, Camp Verde, AZ 


12: The Arcade Game 
Shoot to Thrill 


When you plug in this Game Genie code, 


your Terminator fires Rockets instead of 
Bullets. 
Rockets: 313-45E-431 


Josh Wakesberg, Burnt Hills, NY 


Tom & Jerry 

Infinite Energy 

Tom’s out of luck when you plug in this 
energy code for Jerry. 

Infinite Energy: 00D-47D-3BA 











Things go swimmingly for Eset when 
you plug in these cool codes. 

Infinite Life: FFB63-50038 

Infinite Breath: FFB63-60003 

Jeff Foster, Dearborn, MI 


Lethal Weapon sn't quite as deadly when 
you plug in this PAR code. 
Invincibility: 7E02-5E02 


~.\ Marcus Linkert, Glendale, NY 
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Use this Pro Action Replay code to give 
Mickey a hand during his Magical Quest. 
Infinite Lives: 7E02-B103 

Infinite Energies: 7ED8-AA02 








Just for fun, plug in this Pro Action Re- 
play code to check out Mechwamior's 
programming. 

Check out the Code: 7E01-FF00 


Chris Radcliffe, Orange Park, FL 


Turican’s a blast with this simple code. 
Infinite Lives: 01XX-DDC5 


Richard Amaee, Surrey, England 
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- By Rusel DeMaria, 
_. Geronimo Berrera, 
and John Fisher 


Here’s the end to all your 
Flashback headaches! Check 
out our complete maps and 
strategies for The Secret Base 
of Paradise and The Planet of 
the Morphs. If you need help 
with the rest of the game, : 
check out Part One of ot 
Flashback SWATPro Strategy 
Guide, published in the August/- 
September issue. 

(All these cool Flashback strategies 
are courtesy of Prima Publishing, 
and are excerpted from Sega 


Genesis Secrets of the Game, 
Volume 5. Thanks guys!) 


Hit the ground running in 

the Secret Base, because 
a Guard shoots you right off the 
bat. Run past the Guard and into 
the next screen. Drop one level, 
find the Gun next to the Save 
Point, then go back and take 
care of the Guard. 


Pick up a Key right next to 

the Save Point, then head 
fo the right. Just before leaving 
the screen, climb up one level 
and continue right. Operate the 
switch, drop to the bottom level, 
operate the Key Lock, and head 
right. Climb up two levels, turn 
back to the left, and jump across the 
gap. Then jump up another ledge 
and pull up into the next screen. 
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Avoid the teleporting strip 

of green toxic gas. It moves 
in a pattern: bottom, middle, top, 
then botiom-left. When it’s in the 
middle, run and stand to the right 
of the platform. Start climbing 
when it’s cycled to the middle 
position again. Now run to the left 
until you drop to the bottom land- 
ing, and get to another screen. 
Drop into the next gap to find an 
Energy Generator. 


Climb back up to the right 

and then up again to the 
next landing. Jump to the left when 
the green gas is off and the Guard 
has walked away. Shoot the Guard 
when he returns. The Guard takes 


a few seconds to disappear once 
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climb the left-hand ere and — 


throw the Tele Receiver to the = 


right. Use the Tele Control to warp 
to it. Pick up the Tele Receiver. 
Climb onto the platform on the 
left, shoot the Guard, and get the 
Key. Go down and finish off the 


Guard, then jump to the right, into 


the next screen. You'll land ona 
platform on the same level. 


Climb up one more plat- 
form and take a running 
jump to the right. You'll land in 


the next screen. Drop to the bot- | 
tom tevel and use the Key in the 
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In the next screen, climb 


or 


You'll come to a Save Point. From 
there, keep going left, and up to 
When you get to the next 
screen, drop into the pit. 
Grab onto the right-hand ledge 
and wait for the green field to 
over. Then pull yourself up 
and shoot the drone on the left. 
over the wall, then drop to 
the bottom. Walk left. The Tele- 
porter activates and takes you to 


ping into the pits to avoid the 
the next level. 


10, 


is 
a door opens 
to the right. Get the Tele Receiver, 
When 


drop back down to the lower 
When you drop to the lower 


level in the next screen, 


J 


end _of the platform. Wait until it’s 
over you, then roll away, turn, 


up with you. Blast it whenever it 
gets too thick. 
Run to the right. 

_ As you drop, a door opens another Morph appears at the 
it's destroyed, run to the left. 


and a Morph creature 


screen. Throw the Tele Receiver landing and operate the switch. Make your way to the left, drop- 
escapes. Use the Tele Control to 


-to the left. (it’l] drop in.front of 
you.) Now walk to the left and 


: warp back up to the Receiver and . and fire as it takes shape. 


the Tele Receiver, then run } destroyed, 


~ down to the next screen. Use the __ upper landing whenever the fight 
Tele Control to teleport to it. 

. to the left. As you enter the next 
screen, you'll fall to a lower 


- in the doorway. Throw the Tele 


~ step forward rd until you're standing ~ rolling so the Morph can’t catch 
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MORPHS, 
PART 1 


4 Run to the right and fight 
a Morph in the next screen. 

Then jump up two landings and run 
to the right. Fight another Morph. 
Drop down and activate the 
Switch. Climb up, run back to the 
left, drop down, run right, jump 
up and take the elevator down. 


Drop to the bottom and roll 

under the robot and the 
laser. You'll then drop to the next 
screen. Quickly jump down to the 
bottom landing, pick up the Stone 
in the lower right corner of the 
screen, and run left into the next 
screen before the Morph can get 
you. If you’re quick enough, you 
won't have to fight the Morph. 


3 In the next screen, stand on 
the bottom level, half-way 

under the platform. Throw the 
Stone against the wall ahead of 
you to open the door above. Climb 
up and run left through the open 
door. As you run into the next 
screen, jump and catch a ledge. 
Climb onto the third landing, 
throw the Tele Receiver to 
the right, then operate the switch. 
The Tele Receiver drops as the 
Sliding floor opens. Warp to it, 
shoot the door to the left, and 
retrieve the Tele Receiver. Run to 
the left and operate a switch. 


Immediately a door opens 

and a Morph appears 
above you and shoots a man. 
Shoot the Morph, then go up and 
talk to the man. He gives you an 
Atomic Bomb. 


fs Run to the left and into the 
next screen, then drop to 

the bottom. Climb up one landing 

and get the Diary. it will outline 
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5 Take the elevator down to ‘ 
the next screen. Jump to the 
landing on the right. Don’t worry 
about the robot. Drop to the bot- 
tom and operate the switch, then 
run to the left and drop into the 
hole to find an Energy Generator. 


7 Walk to the right, but be 
careful; there’s a Morph 
just inside the next screen. When 
you've finished it off, get a running 
Start and jump across the gap 
that’s just inside the next screen ie) t i 
to the right. Grab the upper plat- Le hte. 
form and pull yourself up onto it. coe aa 7 
Wait for an elevator to appear. 
Drop onto it and ride it down. 


3 Fight another Morph. Drop 
to the bottom left, draw 
your Gun, drop right and shoot 
another Morph. On the bottom 
landing there’s a Save Point. Run 
to the left into the next screen. 


is] Get the Stone, then climb 
up two levels and head left. 
Drop to the bottom and fight 
another Morph. Head back to the 
right to find a Key in the next 
screen. To the right of the Key is a 
Teleport that takes you up to the 
second landing. Once there, run to 
the right. Climb all the way back 
up to the elevator and ride it up. 


10 Jump from the elevator 
to the landing above, then 
jump across to the right. Run 
to the right until you reach the 
Key Lock. When you go through 
the door, you'll get your lives 
and power restored. This door- 
way marks the beginning of the 
next Level. 
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Back up, run through the 
door, jump across, and 
grab onto the third landing. 


ah : @* the elevator up and 


| fight another Morph. Climb 
__ up onto the landing on the right 
and get the Exploding Mouse. Go 
back to the left and climb into the 
next screen. 


Climb to the top of the mesa, 
but don’t go forward. Throw 
the Tele Receiver to the right. It 


triggers a trap and lands on the 


platform to the right. Teleport to 
it. Drop to the bottom and run to 
the right. Ride the elevator up two 
screens. When it stops, activate the 
switch, teleport to the Receiver, 
and fight a Morph. 


Go right one screen to find 

a Key and then a Key Lock. 
Use the Key, then teleport back to 
the Receiver and pick it up. Now 
go back to the elevator. Ride to 
the top, operate the switch to 
turn off the laser, then climb to 
the top landing. 


|. * Jump across to the left. 
 . Continue left until you’re 
almost at the end of the path. Set 


the Tele Receiver down just past 
the elevator and walk back to the 
right. Ride the elevator down, 
then drop to the bottom landing. 
Finally, roll to the right to find an 


_. Energy Generator. 


| ‘em go back and take the 
elevator up. Run to the 

right. Lure the Morph away from 
the switch by dropping to the 
bottom and then quickly climbing 
back up. Now teleport back to 
the Receiver and pull out your 
Gun. The Morph will follow you. 
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When you've finished off 

the Morph, pick up the 

Tele Receiver and recharge at the 

Energy Generator below. Go back 
up, walk to the right, drop down, 
and operate the switch. Then climb 
back up and walk to the right. Go 
down to the second landing, then 
jump across to the left (reactivat- 
ing the laser above). 
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ond screen you fall through (like 
Prince of Persia, Level 7). Drop 
once more and run to the left. 


a At the next screen, drop 
to the bottom and run 
right. Climb to the elevator on the 





_ fight and ride it up. Now climb 
to the next screen and then up 
_onto another landing. There’s a 


Save Point at the right edge of 
the screen. 


10 In the next screen to the 
right there are three fields 
of toxic green gas. To get past 
them, stand in the doorway and . 


throw the Tele Receiver. Teleport | 
to it. Pick up the Tele Receiver, take — 


one step back, throw it through the 
third gas field, and teleport to it - 


again. Pick up the Receiverand 


ride the elevator down. 


1 Use the Key on the Key 
Lock and drop to the 

bottom landing. Ride the elevator 
up to safely trip the mines. Throw 
the Tele Receiver down the gap 


to the right, warp to it, and fight 
the Morph. 


Get the Tele Receiver again 

and place it on the sliding 
platform. Now stand to the far 
right and shoot the Brain. Time 
your shots to hit when its sheild 
is open. When the Brain is fin- 
ished, all of the doors will open, 
including the sliding platform, 
causing the Receiver to drop. 
Warp and pick up the Receiver, 
then run all the way to the left. 
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Hang, o an down, and catch . 
yourself just inside the sec- 


mi 


_ Point to the right. Drop the Tele. 
_ Receiver just to the left of the tay 















marked the entrance vue 


















Then run to the Je agala and —_ _ 
one level to an elevator. Ride down, 


This elevator takes you to. 
the Core. There’s a Save 









Save P oint, then run to ie rr m a 





drop from the left and the right. : 
They go down with a single shot, 
but they keep coming. You have — 
to get up onto the first ae 
to shoot the Master Brain, even — 
while the Morphs keep coming. 
Here’s the routine: Jump onto 
a platform, shoot the Brain, jump 
down, shoot the Morphs, jump up, 
Shoot the Brain, and so on, until 
you've taken out the round lobes — 
on both sides of the Brain, and the 
tendrils that hold up the Brain 
Stop pulsing. 




























1G 'f you need to recharge, 4G Aoll to the right to flush out 
teleport back to the Receiver. two Morphs. You have to 
Ride back up the elevator, recharge _ fight a hard battle to beat them. if — 
at the Energy Generator, and ride —_—you get into trouble during your — - 
back down. You'll notice that the _fight, ride the elevator back up and 
door to the Brain Room is closed. __ return to the Energy Generator. 
Climb up two landings onthe __ When you've defeated the 
right, where a sensor will open two Morphs, run to the right and 
the door. Go back into the Brain stop at the edge of the next screen. 
Room, and finish off the Brain. Throw the Tele Receiver to the 
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ze. When the Brain is finished, right and warp to it. Retrieve the’ 
’ Ss Recharge if you need to. Pick up Receiver and throw it back to the 
_ sae the Receiver, run through the left, past the green field. Go past 
— Brain Room to the right, and use the switch. A voice tells you to put 
5 | the switch to call the elevator. the Atomic Charge on the platform 
i a See : - to the right of the switch. Do so; 
= id ‘ + 2 : 47) Ride the elevator up and 90 —_ then activate the switch to Send 
a % Deas You ateaaek a ond = ne apis a 
e —e : = elevator up again. Run left and Goere ate ae DEEL OW Eee 
~~  £ ere get the Exploding Mouse. Some- —_@@) Warp to the Receiver and 
oe... ae = Bh. thing explodes on the left when run (We mean RUN!) to the 
x ait. ed you pick it up, just ignore it. left, leaving the Receiver behind. 
= = Fight the Morph at the Retrace your steps back through 
. bottom of the screen. It leaves the Brain Room, up the elevator, 


‘2 
4 


behind the Key you need. Operate _—_ and to the right. As the planet pre- 
the Key Lock and open the door. pares to explode, the unstable 
Walk to the left and ride the platforms shake and drop when 
elevator down. you walk on them. Keep running 
and jumping to the right to even- 
tually reach a hidden elevator. It’s 
all the way at the end, under the 
Satellite dish. Ride it up to safety. 
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Two Thumbs Up! 


Killer Moves and 


Action Strategies 

45 Power-Packed Minutes With Over — 
40 Tips, Tactics and Codes for 22 
Mega Hit Carts! 


Featuring: 

The Sega Genesis, Super N NES and 
the Sega CD Systems 1 Tap AbE| xoxo) (0) 
video. Follow along as we show you 
the winning moves! 


Written and Directed By: 

= The Editors of GamePro Magazine 
_ The Gaming Experts Give You 

_ ‘Their Own Top Secret Tips 
to Win! 




















STARRIN G: 


J.D. Roth, host and gaming 
fanatic! Plus all your — 
rueaed cart ‘Stars! 
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It's no day in the park for Dr. Grant. You 
begin this Jurassic journey near an over- 
turned jeep with supplies just to your 
right. Pick up the supplies and continue 
right, jumping over the Triceratops. 









Stun the Spitter to the right with Blue 
Darts, then jump down to grab the First 
Aid Kit. Beware of the two small di- 
nosaurs waiting near the Kit. Jump back 
up and cross over to the Spitter’s right 
side, then jump down and pick up some 
Blue Darts. Continue to the right. 


Shoot the Pteradactyl on your right, then 
jump onto the right-hand ledge. As you 
begin to slide down the tree branch, 
jump to the left to grab the First Aid Kit. 
Go back down the tree branch and con- 
tinue right. 


34 


Run and jump onto the ledge on the 
right, but beware of the Pteradactyl that 
swoops out of the sky. Grab the First Aid 
Kit, then jump to the left and grab the 
Red Darts. Climb back down, and slide 
down the tree branch. 








You land on a springy branch. Shoot up 
toward the two Pteradactyis flying above 
you. Go left and grab the Blue Darts, 
then go right and bounce yourself clear 
of the spikes. Continue right. 


S.W.A.T.PRO 


November 1993 









Now, slide down another tree branch and 
land near a vine. Carefully make your 
way across the vine, then drop when you 
reach its end. Crouch down and crawl 
under the trees on the right to grab the 
First Aid Kit and the Red Darts. Next, 
climb nght across the lower vine, then 
drop when you get to the end. You'll find 
some Smoke Bombs. (Warning: If you 
miss a vine or fall unexpectedly, you 
won't be able to go back.) Drop down 
and stun the Spitter to the left to grab the 
Smoke Bombs near him. Now proceed 
to the night. 
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Continue to slide down the trees until you 
reach these Smoke Bombs. Grab them, 
then jump onto the ledge on the right. 


a7 
*, 
* 
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When you see the cave entrance in Level 
1, you’re almost home. Jump and grab 
the First Aid Kit, then proceed across the 
chasm to the right. 





Once you've crossed the gap, 
‘continue right and collect 
“ae m « ~ the Red Darts. Next, 
go left and cross the 

gap again, but this time 
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try to land on the ledge below the one 
that you jumped from when you crossed 
the chasm the first time. 


Sate ae 


Yipes! You’re now face-to-face with a 
Triceratops. Jump over him and land on 
the ledge below. Collect the Red Darts, 
then head down and to the right. 
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Jump across the next gap and land on 
the ledge on the lower right-hand side of 
the screen. Move right until you see the 
First Aid Kit. Grab it, go left, and jump 
back onto the ledge. Just below this 
ledge is a Brachiosaurus (Trust me). 
Jump on its head, then proceed right to 
Safety, and on to the next level. 
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Just behind the pole in the Air Vents is a 
Blue Dart icon. Below and to the left of 
the Red Dart is a First Aid Kit. Don’t 
bother with the First Aid Kit if your health 
bar is high, because the small dinosaurs 
Surrounding it can be bothersome. Con- 
tinue night until you see another Raptor. 
Stun it, then jump over the body and 
grab the ledge to the upper night. 





ee 






Climb the next ladder to see a Spitter. 
Wait until it stops spitting, then continue 
your climb until you reach the Red Gas 
Canisters on the left. Jump back down 

and continue right. 
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Move right and down to grab the Red 
Darts. Continue down and catch the 
elevator. 





Drop down to the chain-link fence and con- 
tinue right. A Raptor then drops down on 
the left. Turn and dart it, then continue nght. 


og? 








Head right and grab the Smoke Bombs. Be- 
low the Smoke Bombs are Red Darts, but 
beware of the small dinosaur who guards 
the Red Darts, then continue nght again. 





Proceed up the next series of ladders 
and continue right. You then see a huge 
crack in the wall. Soon a T. rex will ap- 
pear. Stun it with a Red Gas Canister and 
climb down the ladder to the right of the 
T. rex. Continue right, climb up the next 
ladder, and move on to the next level. 
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To navigate the raging river, Grant 
has to pick up Gas Cans and 
weapons, while avoiding dinosaurs. Grab 
the Can and jump into the Raft. Hold right 
on the directional pad to pass the water- 
falls. Some falls are deadly, others are just 
dangerous. 


Watch out for the swooping Pter- 

adactyl that awaits you just after the 
second waterfall. Shoot it and continue 
right. 

3 Fall down this small waterfall and 

head left. Spitters will attack from the 
front and rear. Jump out of the raft when 
you see the first Spitter. Use a few Blue 
Darts on him. Don’t worry, you'll find more 
Blue Darts and a Gas Can on the left. 


P Go down the waterfall and leap onto 
the ledge to the left. Stun the Spitter, 
then grab the Blue Darts, Smoke Bombs, 
and Gas Can. Finally, retum your raft. 


As you tumble down this small wa- 
terfall, press right on your directional 
pad, or you'll crash to the bottom. 


5 Head to the right until you see the 

next waterfall, then jump out of your 
raft. Move left and shoot the Raptor with a 
Red Dart, then grab both of the Gas Cans 
that are near him. 


Hold right on your directional pad 

when you go down this waterfall. At 
the bottom, proceed left, then stun the 
Spitter and grab the Gas Can. Jump onto 
the ledge on the left, then immediately 
shoot the Pteradactyl that’s aiming at you. 
Cross to the left, then tum around and 
shoot the Raptor. Keep left and grab the 
Red Darts. Now, jump to the left across the 
gap and walk past the waterfall to the First 
Aid Kit. 
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| Mission 2 
GENESIS There's a village with hidden power-ups a ek 


to the left of the starting point. You'll find 
this Striker’s savior next to the Igloo and 
the Landing Pad. To grab the power-ups, 
you must battle two tanks and some sol-- 
diers. Blowing up the buildings uncovers 
the Super Winch, an Extra Life, and Ar- 
By Bro Buzz mor Repair. 


Fly across exotic South Ameri- 
can locales, meet drug runners ~~ Armor Repair is a life saver. You'll find 


and terrorists..and shoot them. = one south of the POW. camp. To find it, 
Jungle Strike, the sequel tolastyear’shot = 4.470 the building South of the guard 
Desert Strike cart, puts you into combat once , ~ . 


again, this time in the jungles of South Amer- Wer. You'll find another Armor Repair 
ica. As a hotshot chopper pilot, you're armed —_isguised as a snow dune that's in an 
with Jungle Strike’s 16 megs of memory, underground tunnel. It’s Southeast of the 
which enabled the developers to give it more © POW camp, near two barren trees and 
campaigns, smoother flying mechanics, and —_ an enemy chopper. 

aggressive enemy tactics. What more could 

you ask from a video game? 











Close to the Mission Depot, you'll find 
three mobile Radars. The best directions 
for your attack approach are the north, 
northwest, and southeast. To conserve 
armor and ammo, take out the Radars 
without engaging the enemy. 









Jungle Strike 


(By Electronic Arts) 


Graphics Sound Control  FunFactor Challenge 





Take out the Igloo due west of the starting 
Landing Pad, then free Wild Bill in the POW 





eae om 


eum = camp that's further West. He's in the build- 
Price not available One player ing just south of the two center towers. 
16 megs Passwords 
Air combat 
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take out the four towers 


a killer. Then, 
and the Power Station 
snow dunes. The enemy is forced to 


use them to ventilate its hidden un- 


derground structures after you've cut 
contain warheads, then shoot them to 


reveal their missiles. Use the 
tion of the tunnels to lead you to the 


off the power. Search for crates that 
next snow mound. 


smokestacks will appear on some 


the Station’s remains. 
Mi 7 
When you complete Mission 6, small 


out for the Armor R 
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There are three Armor Repairs in this 
campaign. One is in the sector's upper- 
left area, under the Humvee and next to 
the Radar. Another is in the upper-right 
sector, under a Sheridan Tank. The third 
Pe 7 is under a Humvee, between a bridge 
To get the Special Forces Attack Cycle in and a temple in the lower-left sector. 
Mission 5, you must destroy the Com- 
puter Labs. The labs are the two black 
high-rise buildings in the downtown area. 
After you've destroyed them, go to the 
Police Station and shoot out the Radar 
Dish. Finally, land the chopper and get 
the Cycle. 
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Bomb runs in the Stealth take practice. 
You have to release lronbombs on a line 
to the target, starting from about three 
plane lengths away. 





During Mission 3, you don’t have to de- 
Stroy the enemy choppers. Lure them 
away from the Helipad, then retum and 
take out the Pads. Of course, some 
won't leave, so you’re forced to 

engage them. 





Since the Stealth Fighter is very sturdy, 
you'll need extra lives only if you plan to : 
fly around in the Comanche. At the be- 2 eee a 
ginning. of the Campaign, there are four To destroy the Drop Crops in Campaign 

lives northeast of the Landing Pad. 7, Mission 3, you have to drop bombs on 
weapons you find inside or nearby the 


They're located inside the Pyramids, next — the Drop Crops’ center row. 
buildings, including the MiGs. 


to the Tiki Heads. 
42 S.W.A.T.PRO © November 1993 A 












Use missiles to destroy the 11 buildings 
in Mission 6. Also, destroy-any parts or 


JUNG 





Stealth or Comanche? - 


The nuclear missile assembly plants in 
Campaign 7, Mission 6, are disguised as 


small Pyramids. lf you're having difficulty 


with the Stealth, try the Comanche 
use the Stealth, you must destroy 


missiles. If you use the Comanche, you ! 


can retrieve the warheads for extra points. 


To destroy the Mission 7 
Bunker, remove the guns that 

guard the Bunker's corners. 

first. The only way to do this 

is by blowing a hole in the 

south side of the building. 

Next, fly southeast to the Landing 
Zone. Don’t blow up the ammo truck. 
Instead, land, and your copilot will get 
into the truck. Escort the ammo truck as 
your partner drives it into the Bunker. 
Now, blow up the truck and the Bunker. 











graphics and sound are true to 
its cartoon counterpart, which contributes 
to the looney fun and excitement. Buster's 
Hidden Treasure is definitely a game you 
Should Toon into. 


_: Tiny Toon Adventures: 
Buster’s Hidden Adventure 


(By Konami) 


Sound Control FunFactor Challenge 


INT. 


Intermediate 


Graphics 


9 
oe) oe J ss] 
4.0 4.0 4.0 4.0 


Price not availble 
Action 


One player 
Passwords 


Gas 





Gogoing Past 





ee en ¢ 
$ f 


In Level 3 North, jump Gogo Dodo and 
continue nght to the Rainbow Target. 
You'll warp to Wackyland. Curiousity nev- 
er hurts, so hop past Gogo in other levels 
and take a look around. 





Dizzy Devil 


* 











cw 
Stay away from Dizzy and hang around 
the lower branches of the tree. Wait until 
Dr. Gene Splicer drops to the ground be- 
fore hopping onto his head. 


S.W.A.T.PRO © November 1993 





Calamity Coyote 







Calamity’s arms aren’t.strong enough to 
throw things far, so stay.on the upper- 
right of the wheel. Then wait:for-the evil 
doctor to show his head below and 
pounce on him. 
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At the start of the first Cavern Stage, go 
down the edge’of the last’step before the 
slope (make sure Buster is waving his 
arms). Jump to the left, and then off the 
wall to the right*and you'll find a hidden 
bell. Look for this slope/step pattern 
throughout the underground stages. They 
usually indicate hidden items. 






To clear Buster of Plucky’s hamamer, the 
doctor, and falling stalactites, stand on’the 
far nght of the screen, Wait for: Doc.Splicer 
to swoop down then jump on his head. 


The Toxic. Avenger 





drop down the middie, hitting mean 
Gene on the way. Continue dropping left 
or right to land safely on a platform. 


Hearty Jumps 
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grab hearts above the Waterfall’s swing- 
ing, spiked balls. Jump up toward the 
hinge, then quickly jump off the wall to- 
ward the heart. 


Montana Max 


Standing beside the ship's treasure chest 
guarantees safety. Monty only pops up 
every other block. Wait ‘til he drops a slug- 
like creature then jump on his bubbled 
head just before he goes back under. 
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In the Hamton boss stage, stay on the 
platform by constantly taking short bunny 
hops and big leaps when Doctor Gene 
whizzes by. 








Take:this shortcut through Level 1: Go left 
at the start of the level and wait until 
bombs pass to continue. With the robot 
following, you, go right and up one step: 
Then, jump.on the robot's head and»ride 
it. After passing the spiked stairs, eek to 
the left until Buster's anms are swinging 
for safe passage to-the top. 





sm > 
In Level 2, pass the blue tubines above 
the swinging balls. Go nght and-jump up 
into. the wall; revealing a load o’ stuff. 
Then, keep going nght and jump up into 
another wall to. take a shortcut. 
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Fast running may not be enough to flee 
Elmyra’s. bone-crushing arms. If she gets 
too close, double-back over her. Then 
jump over her again when she changes 
direction. 

Montana Max & Robot 


9109 


' 





To avoid the laser, stay to the left of the 
screen. As Monty gets close, jurap up 
and off'the. wall onto his*noggin’: 


Boss Passwords 

Dizzy Devil: 

HHWG DDLD LDZL.LDDL DDNP 
Calamity. Coyote: 

GNQW WDDL DDWQ BDLL LDVG 
Plucky Duck: 

HXWW.WOGL DLWQ QWLD LDXQ 
Toxic Revenger: 

YXQOO QOQWG DDQW QWWD DLNP 
Montana Max: 

RJQQ WOWB DLQO QWOB DDNQ 
Hamton: 

QDWW Q0Q0 QGOW QOQQW WLRP 
Factory Stage: 

RDQQ QOWQQ QKOW QQWW QGRY 


SECA CD 





By Willy Y. Pout 


Hook comes through for the 
Sega CD with the same action, 
adventure, lavish graphics, awe- 
some game play, and incredible soundtrack 
that made the SNES version a hit. Plus the 
CD has more dialogue, more music, digitized 
movie scenes, and new digitized graphics of 
Hook’s ship. 

A captivating story line, challenging 
game play, sharp graphics, and crystal clear 
sound and music make Hook one of the best 
games to date for the Sega CD. 
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Hook 
(By Sony Imagesoft) 

Graphics Sound Control FunFactor Challenge 
gS Val COM GS Yh] CS ADV 
Ze aR)" 
45 9.0 45 45 Advanced 
$49.95 One player 
Action/adventure 
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Load up on Pixie Dust, then return to the 
water. Fly to the top of the cliff in the mid- 
dle of the lake where a Cherry awaits you. 
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To defeat Rufio, stand on one side of the 
screen. Jump over him when he attacks, 
then quickly turn around to strike. Do this 
three times to gain the Golden Sword 
and prove that you truly are The Pan. 
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Fly to the nght of Tink and go inside the 
spiked cavern to find a 3-Up. Let Peter 
die, and you'll return to the beginning 
with two extra lives. Repeat this until you 
have as many lives as you want. 








Climb the left branch of the first tree an 
pick up the Power Leaf. 





After crossing the first wooden bridge, jump 
over the first spiked gorge to find a Chery. 





A 
Crossing the first major gap can drive 
Peter Pan batty. To grab the 1-up that's 


above and across the gap, you first have 
to get rid of the pirate on the ground lev- 
el. Next, climb onto the right-hand branch 
of the tree, then jump off and land back 
on the same branch. After the bat flies 
down from the tree, you’re clear to jump 
to the 1-up. To cross the gap, stand at 
the edge of the broken bridge and use 
the same method to lure the bat down 
from the tree before jumping across. 





Stand close to the ledge under the ee 
branch of the far-left tree, out of range of 
the falling nuts and boxing gloves. Wait 
until the Forest Boss peeks out of the 
hole to the right, then walk over and strike 
him. Or, if he peeks out of the hole above 
you, jump up and swing at him. 
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To find the Golden Sword, go to the far 
right and drop down one ledge from the 
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first pirate shooting fiery arrows. There’s 
an apple on the next ledge above on the 
far right. 

After you load up on Pixie Dust, fly 
down one ledge from where the Apple 
was to find a 3-Up. Now retum to Tink, 
load up on Pixie Dust again, and fly to the 
very top-left of the Level for another 1-up. 


From the first Tink, fly up and left to find a 
1-up. If you jump from platform to platform 





After loading up on Pixie Dust, stand on 
the left ledge. Fly up to the pirate’s head 
and strike three times to ground him. 





in the lower part of the Level, you'll find an- 
other 1-up just before the second tiger. 

To get through the waterfall, fly fast 
and straight from the first Tink in the Lev- 
el to the upper-right of the screen (hold 
Button A and Up-Right on your D-Pad). 
Balloons and cannonballs might sail 
Close, but they won't hit you. After you 
pass the third balloon, land on the plat- 
form with the tiger. Only the tiger’s fire- 
ring breath can hurt Peter. Jump down to 
Tink and press Button B to float while 
you replenish your Pixie Dust. Next, fly 
straight down and grab the Power Leaf. 
Return to Tink, replenish your dust, 
then fly quickly to the top of the Level 
and right. Land on the next tiger. Hop to 
the right until you find Tink at the side of 








Go to ts bain ee iheni veal 
to the far right until you come to a wall. Go 
under the wall to find an extra Leaf and a 
3-Up in a hidden room on the other side. 


| the cliff. To leave the waterfall, fly straight 


up and right. 
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After emerging. from the water, go right to 
find a 1-up between’spikes. Before you 
grab the 1-up, go down the safer hole 
and head right to find Tink. Next, return 
and fly up the spiked trench to grab the 
1-up. At the top of the Level, walk to the 
right to find the Golden Sword. 





After you cross the gorge with the isolat- 
ed ledge in the middle, take the low road 
to find a leaf lying across the spikes. Re- 
turn the way you came and take the high 
road to continue. 





At the gorge with the pair of tigers, don’t 
worry about getting the Cherry. Concen- 
trate on crossing. Then, walk to the right 
and take the low road to find a more re- 
warding Apple. 





To melt the Ice Boss, go t 
ledge, crouch down, and swing at the 
balloons to stop him cold. 
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Rest on branches and jump in between 
to save on Pixie Dust. 
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From the beginning of Level 8, go down 
and left. There’s a 1-up behind the wall. 
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Fly down, then go to the far right and 
Climb inside the hole in the wall. You'll 
drop down into a room with a 3-Up. 





Fall down to the bottom of the pit of 
spikes to find Tink. To the left is a secret 
room with an Apple inside. 





forms, then head right to find an Apple in 
a lower room. 
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Don’t be.a bonehead and. strike the skull. 
Instead, jump over it, then jump over the 
skeleton and strike from behind four 
times to defeat him. 





The second building hides a leaf in the 
upper left-hand corner. Enter and exit on 
the first floor, then re-enter from the sec- 
ond-floor window. 
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Load up on Pixie Dust before you fight the 
boss, then fly to the left side of the screen. 
Wait for the boss to attack, then fly below 
him and sneak up behind to stnke. Retum 
to Tink to replenish your Pixie Dust. There 
is an Apple in the upper-left part of the 
Level if you need it. 


Wuuuuuuu 
Stay on the lowest floor and proceed 
right until you reach the Golden Sword. 
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Two rooms after the Sword,.go down 
and left into a room with a Life Leaf. 


re c.. 3% 


ae Al yale 
Stand toe-to-toe with Hook and wait for 
him to draw his sword and prepare to 
swing. Strike before he unleashes a blow. 


Repeat this until he falls. 


a et ee ee = 
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Jump up to lure Hook into stnking high 
on his chain. Stab him while he’s vulnera- 
ble. Now stand away and wait for him to 
come to you. Strike quickly when he 
draws his sword to swing, then run to the 
other side of the screen and repeat the 
procedure twice more. You'll finally be rid 
of the dreaded Captain James Hook. 


















Dinosaur teeth varied in size 
and shape depending on what the 
dinosaur ate. Herbivores had round, 
dull teeth for chewing plants. 
Carnivores had sharp, pointed 
teeth for chewing Herbivores. 

Be careful. To them, youre 
just a snack. 





Only on Jurassic Park™ from Sega™ can you play the 
dinosaur as dae attempt to escape the armed 
, guards of Jurassic Park. 








The movie 

brings them to life. 
The game invites 
you to join in. 












At theend of ¥ their powerful legs 
and muscular arms, many dinosaurs 
were equipped with razor-sharp 
claws, Ours are no different. 
And no less dangerous. 
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Try not to end up here. The powerful jaws of 
the meat-eater Tyrannosaurus rex. They 
had pointed, six-inch-long teeth 
f, andreally bad breath. 
Keep out. 











The reptiles that could fly, 
the Pterosaurs. They ruled the sky 
while the dinosaurs ruled the Earth. 

Be careful as you move through 
Jurassic Park. You never know 
\ when one might drop in. 








Hef 


A typical walk in the park 130 million 

years ago would have looked like this. 
Ferns, cycads, and other plants were every- 

where. Just like the jungle of our game. 
















Romy 


Work your way through the “==. 
Visitors Center, Pump Station, River, Volcano, 
Canyon, Power Station, and Jungles of Jurassic Park. 





At one time, all the continents 
were grouped together forming one 
supercontinent called Pangaea. This 

may explain why dinosaur fossils 
have been found in so many differ- 
ent places around the world. 


It's still unknown why the 
dinosaurs disappeared. One 
theory suggests that a huge 
asteroid struck the Earth 
sending dust into the sky 
and blocking out the Sun. 
Or maybe they died of 
boredom; there were no 
video games back then. 
What do you think? 
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>a, = This is Amber. The fossilized resin 
| (sap) of an ancient tree. Have 
you got something you want to 
preserve for 65 million years? 
This is the way to do it. 





Imagine: Youre walking 
through the jungle 130 million 
Dr. Robert T. Bakker is a real years ago. Be sure you dont 
paleontologist. He helped us design step in this. It's a fossilized dino- 
Jurassic Park for Sega. saur dropping. Today, they can 

help scientists reveal clues to 
a dinosaur's diet and nutrition. 
(You'll be glad to know, we've 


left these little land mines You can choose to 

cuban enn umes cate.) play Dr. Grant as he tries to escape the dinosaurs 

ne and ancient impressions in rocks: Fog and treacherous / jungles of Jurassic Park. 
: SUs ar ig 
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Unlike real paleon- is 
tologists, Dr.Grant “=== 
uses tranquilizer darts, 
a stun-gun, flash gre- 
nades, gas grenades, 
super darts and 
dinosaur bait. 





0000 YEARS 4 
HIS GAME. 4 


Identifying 
fossils is difficult 
and time consuming. 
Finding a game in the store is 

too. For your reference, this is the game 
box to look for: Jurassic Park from Sega. 


This is the team that designed 
and created Jurassic Park from 
Sega. Their task was to produce 
the best looking, most exciting 
dinosaur game possible. Nice job. 









~~. 





Just like in the 
movie. A dino- 
saur is a cunning 
and ferocious ad- 
versary. Remember, 
if you can't beat 
them, join them. 
In Jurassic Park 
from Sega, you 
can play the 
dinosaur. 





Over the years, humans have developed large, 
intelligent brains. We can think like no other species 
ever has. For years, it was thought that dinosaurs 
were dumb, pea-brained creatures. That may be wrong. 
We've learned recently that they actually migrated 
to different areas and even cared for their young. 

Are they smart enough to beat you in 
Jurassic Park from Sega? ' 


¢ 


Pea-sized 
brain? 
Maybe. 
Maybe not. 













Jurassic Park from Sega was designed to include D.P.A™ 
we _( Dynamic Play Adjustment.) So as your game skills get 
» sharper, the dinosaurs become harder to outsmart. 
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SEGA 
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ComING Soon To GAME GEAR™ AND SEGA CD!" 





Photo credits: ©1993 Louis Psihoyos/Matrix International, Inc.; Royal Tyrrell Museum/ Alberta Community Development; California Academy of Sciences. Special Thanks To: Mark Goodwin, UC Museum of Paleontology. 


The year is 2050. The 
place is Seattle, Washing- 
ton. You are, well, you 
don’t know who you are 
exactly, because you’ve 
woken up in a Morgue 
with a case of amnesia. 
Your goals are simple: to 
figure out who you are 
(easy), to figure out why 
someone tned to kill you 
(not so easy), and to track 
down whoever was trying 
to kill you (definitely not 
easy). Along the way, you’re 
engulfed in a world of 
high-tech Computers and 
powerful magic. Shadow- 
run is easily one of the 
best role-playing games 
available for the SNES. 
Check it out! 




























By The Cyberpunk, Ms. Demeaner, and 


the Shadowrunners at Data East. 
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a) Cyberdeck — Pick up 
Cyberdeck on the Com =) the Cyberdeck from the 
puter and keep getting an error, desk. Use it to access Com- 





then your Datajack is broken. 
You'll need to have it fixed } 
before you can access the Com- —_ {i Paperweight — Pick up 


puters and enter the Matrix. 


} 


puter, Hire a Shadowrunner and “= the Paperweight from 
have him use his Cyberdeck to —_the desk in the office next to 


_ : break in. Glutman’s Office. This is one 
This is the office with the Sec- Computer - See “Com- _ of the two items you need to 


retary who says her boss J puters” on page 53. get the Powerball Spell at the 
Glutman) is out Dog Shrine 










SHADC 
ees 


WRU) 
ante UN 


=. 









The graveyard has four Crypts. It also has Scary Ghouls that dig themselves out of the ground to attack you. 


Use the Scalpel on the One of the Crypts hasan _—Bone. I's one of the two has two functions. It’s one of 
Crypt Doors ae them injured Shaman inside. items you need to get the three items you need to talk 
Use the Slap Patch to help him. — Powerball Spell. to the Dog Spirit at the Dog 


Search each Coffin Lid in oy Ghoul Bone - Shoot "Magic Fetish-Usea = Shine. And, if you give the 
the Crypts several times 





the Scary Ghouls near =) Slap Patch to heal the Fetish to Vladimir inside Dark 
to find hidden Nuyen. the Gate and one of them Indian Shaman that you find Blade, he tells you the (incor- 
eventually leaves behind a in the Crypt. He gives you the rect) name of the Jester Spirt. 


Fetish as thanks. The Fetish 
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This is the second bar in the 
game. Maria Mercurial is play- 
ing there, and most of the 
customers have information to 


share with you. 


To get past the Heavy 
Bouncer give him the 
Tickets you found in the Morgue. 
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‘s Black Bottle — Buy the 

Black Bottle ang use 
it to pick Up the Pool of Ink 
left behind when you kil the 
Octopus in the Docks. 






















W, Fountain and to pick y 
This Magic shop has three the Toxic Water on the Ship. 
Items for sale. Two of them Stake — Buy the Stake 
are needed for Spells. The ‘s) and use it on Vladimir 
other one is needag lo finish Several times to | 
the game. 
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enough to handle the competition: 


| Gang Member 
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Spirit for the first time 


300 Nuyen 
700 Nuyen 
4000 Nuyen 
2000 Nuyen 
3000 Nuyen 


Samurai Warrior 4000 Nuyen 
Ferocious Orc 5000 Nuyen 
Gang Leader 6000 Nuyen 
Troll Decker 7000 Nuyen 
Mage g000 Nuyen 
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These great Secret Weapons 
and Tactics are hidden in 
Street Fighter II Turbo. 


Incredible 10-Star 
Speed! 





Feel the need for super speed? 
Then turn on the game and 
wait for the screen shown 
above to appear (it shows the 
Street Fighter Il logo far in the 
background against a black 
screen). When it appears, 


quickly press Down, Button R, 


Up, Button L, Button Y, then 
Button B on Controller Two. 


You must complete 
the code as the 
second screen 
appears (this one 
shows the giant 

Turbo logo 

scrolling across 

the screen). You'll hear 
a chime if the code works. 





yo ‘ a wh 
a 
" fh ita) 
“t 
i Sahay 
y i 
“an 4 
- ee FF 
‘ a 7 Mi 
# 
i r 
ti) fy 
My ‘ 





Paine 


HYPER FICHTIEMES 
i TURBO 


MO MIAL 
OPrriorx 


At the Title Screen, you have 
the option of raising the Turbo 
sd as high as ten ae 





These screens can’t possibly 
reflect how incredibly fast the 
Ten-Star Mode is! 
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Turn Off All 
Special Techniques! 


f° ADE’ XVRA 


Nad Nor ae 





For an incredible challenge, 
turn on the game, and when 
the Capcom logo appears, 
quickly press Down, Button 
R, Up, Button L, Button Y, 
then Button B on Controller 
One. You'll hear a chime if the 
code works. 


CiuUM i ft 





When you begin thes game in 
the one-player mode, all of 
your Special Techniques are 
disabled! Try beating the game 
with this code on, the Ten- 
Star Code on, and the difficulty 


set at Level 8 - it’s the ultimate 
masochistic challenge! 
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Disable Specific 
Techniques in the 
Versus Mode! 


eR Y © 2P RYU 


ATT AGE LEVEL 
” 


ATIACK LEVEI 
% 


STAGE SELECT 
RYU STAGE 
° i > ea oe oes 


Enter the Versus Mode and 
choose your fighters. When 
the screen appears that 
enables you to select stages 
and adjust your damage, 
press Down, Button R, Up, 
Button L, Button Y, and But- 
ton B on Controller Two. 


Teo PY nich 
Desh Punch ON 
Dash Upper cit ON 


Ligktiita Kel Rolling Ciaw 
Whirlwind Kick OF Claw Bive 
Kikoken Aip Sainie’s 


Air Spannuns Bird Kick OFF 


This is a great way to disable 
those super cheap moves, 
such as M. Bison’s Psycho 
Crusher. After you’ve entered 
the code correctly and this 
screen appears, press Start on 
Controller Two to bring 
up this screen 
again in 
_ future 
“fights. 





ow many times have 
you wished you could take your 

GameGear™ to the beach, by the pool, or out on 

a rainy day? Well, with STD’s water-resistant, shock- 
absorbing play-in case, you can do just that and more. 
STD’s Handy Gear also lass your Game Gear™ safe from your 
little brother. After all, he’s always spilling stuff on it and dropping it. It’s only a 

matter of time before he totally destroys it. The Handy Gear's unique outer 

casing makes it little brother-proof. Plus, the Handy Gear's carrying strap goes around your neck to make sure he 
can’t grab it without a fight. And it makes things easier when you're playing on the move too. The Handy Gear 
also has hot extras to make game play even better: 2x screen magnification better visibility, adjustable screen 
elKe)i-Yol (elma CoMe-loltlo-Me](olt-MMolifo Mi i(-1 mt (olcele|-MColmelAM-y dire Moco |sMsToNy-\e] Mt] ool] mize] (-\61-1e] ai 





Hunt Valley, MD. 21030 
Tel. 410-785-5661 
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GameGear™ is a Trademark of Sega Enterprises LTD. 
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and take it anywhere you want to go ‘cause this is one game that won't get rained out. © 
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By The Unknown Gamer 


} Just when you thought you 
a” never wanted Aliens in your 
face again, Acclaim pulled a fast 
one! Alien 3 for the Super Nintendo is highly 
original - enough to please even jaded vet- 
erans of the Alien 3 wars on other systems. 
The six levels of Alien 3 dish out the best 
game play of all the Alien sagas, and the 
game is packed with excellent graphics and 
enough exploding Aliens to satisfy even the 
most hardened bug hunter. This version of 
Alien 3 is a mandatory adventure. 





Graphics Sound Control FunFactor Challenge 


eee m 


Adjustable 
$59.95 One player 
8 megs Passwords 
Action/adventure 
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BASIC TRAINING 
Flo}-C-WYCORP-NICMCN-O15000 

Urgent...Code Red Alert. Study the following strate- 
gies closely...multiple Xenomorph presence con- 
firmed on Fiorina 16).. Nesting activities suspected 


throughout colony...Survival of Operative and 
destruction of Xenomorphs will depend on your 
ability to successfully follow these 

Strategies... Weyland-Yutani Network Comcon 01500 
Out.End msg, 


Mission Planning 


Take Time to Plan 





When you begin a new stage, take the time 
to scan each mission. Don’t automatically 
tackle the missions in the order they’re list- 
ed. The challenge level varies. You'll also 
save valuable life and ammo if you first 
attempt missions that take place near each 
stage’s starting point rather than those that 
require some traveling time. 
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Mission Briefing 


TRAP PSD FR! SAOrer 


fei RLOCM ES] 
When you select a mission, read it carefully 
and take a few notes, or make a quick 
sketch of the layout. If you forget where 
you're going, or the location of your 
hostage or equipment target, you'll lose 
valuable time and energy returning to the 
Terminal to check 
the blueprints again. 





Weapons and Power-Ups 


To Your Health 





Note the locations of Medic areas and 
Weapon rooms. Between missions, head 
to these areas and replenish your supplies. 


Hr M4ty Vr 


a Sa 


SR oe eee 
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Pulse Rifle: This machine gun-style 
weapon fires four shots per second, but it 
isn't as powerful as your other weaponry. 
It’s a good choice when you’re crawling 
down air ducts, or when you’re trying to 
preserve your more deadly weaponry — 
especially since you carry many 100-round 
clips of Pulse Rifle ammo. 


F 
Grenade Launcher: This weapon is deadlier 
than the Pulse Rifle. The Launcher fires one 
grenade per second. One grenade readily 
destroys a Xenomorph, but it’s difficult to aim. 
It’s a good weapon choice, though, when 
you're Crawling ahead into unseen danger. 
Fire grenades in front of you to clear away 
Xenomorphs. The Launcher has 10 rounds 
per clip, and you can carry several clips. 





Flame Thrower: This powerful weapon 
fries Xenomorphs easily with its broad 
range and far reach. However, you cannot, 
repeat cannot carry extra cannisters of 
fuel. Conserve this weapon to use as need- 
ed, and grab extra Fuel cannisters only 
when you need them. If you grab them 
when your can is full, you'll waste the 








power-up. The fuel varies in power: Blue 
Fuel is low-powered, Red Fuel is medium- 


powered, and Green Fuel is high-powered. 





Motion Tracker: This device enables you 
to track personne! and intruders as they 
move through the station. However, it’s 
difficult to monitor the tracker while 
defending yourself against Alien attacks. 
It’s not an essential piece of equipment. 


— = 
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Blow Torch: This weapon is used for 
repairing broken pipes and wiring, and for 
sealing doors. Fuel is unlimited. 





Face-Huggers 


(3 


These tiny Aliens are the first creatures to 
hatch from Alien eggs. If a Face-Hugger 
grabs you, hit Left and Right rapidly to 
shake it off. 
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Chest-Bursters and Bambis 


All smaller Aliens tend to creep along the 
ground. This can be deadly, since they're 
often below your line of fire and can creep 
in under your shots. To avoid this danger, 
crouch and fire while you creep along. 


Full-Grown Aliens 
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Because they move so rapidly, these 
Aliens are the most dangerous. They can 
attack from above or below. Many spit 
acid, and they’re very accurate. 

Before they drop, destroy Aliens that 
creep across the ceiling above you. 
Remember, you can sometimes jump over 
an Alien if you don’t have time to shoot it. 
The Grenade Launcher and the Flame 
Thrower are the most effective weapons 
against these larger Aliens. 


Continued on page 66. 
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ProNews 


Get on the horn for all the latest 
the video game 





Now you cal leave or pick uP gam 
ing tips and tactics from some of 
mers around — other 































Is Celebrity 
me Tips 
ollywood hottest stars love video 
| J.D. scouts out the top 


talent and talks them out of their 
favorite tips and tactics. 








Hot Tip 
Our Hot Tips Bulletin Board Is 
ated weekly with the newest 
hints and strategies for Nintendo, 
| Super Nintendo, Seg@ Genesis, an 
Handheld game systems. 
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Continued from page 63. 


Mission Manval 
FTbI-C-WYCORP-NICMCN-O1S000 

Yenomorph presence requires Several different 
fypes of strategies to eradicate. Aliens have 
infested all areas of the Station... they must be 
destroyed..Aepair all damage to equipment to Keep 
Stations functional...1he following is @ summation 
Of possible strategies for different missions... Study 
IF carefully... Weyland-Yurani Network Comcon 01500 
Out...£nd msg. 


Pipe Repair 


Use these MEE MN: to a at LFA ae 
of the game: 

Stage 2: QUESTION 

Stage 3: MASTERED 

Stage 4: MOTORWAY 

Stage 5: CABINETS 

Stage 6: SQUIRREL 


iPe FRACTURES ARE 
REPORTED FROM Mine ry 


Beat the game the easy way with the help 
of these codes: 

Infinite Energy: 7E12-4464 

Infinite Bullets: 7E15-D463 

Infinite Smart Guns: 7E15-DCOA 





There’s Sa Pipe Repair Mission in tack of the 
Stages. For example, Pressure Point in 
Stage 1 requires that you use the Blow 
Torch to fix the Pipes. Repairing Pipes is 
Straightforward. When you log on to the Ter- 
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minal, note the location of the area that you 
must repair and make a quick sketch of the 
location of the different pipes. Next, proceed 
to the pipes to avoid confusion, then simply 
kneel and press Button Y. The Pipe is 
repaired When the gauge reaches 100%. 


Generator Repair 





Many missions require locating a spare 
Generator part and taking it to the dam- 
aged Generator. In Stage 2’s Power to the 
People, proceed to Hangar #4 to get the 
spare Power Pack. It’s to the far right of the 
Hangar on an upper platform. You'll need 
to climb the chain at the far left to access 
the area with the Ignition. Once you’ve 
grabbed the unit, proceed to Weapons 
Room #8, then locate the missing Genera- 
tor. When you walk in front of it, you'll auto- 
matically repair the Generator. 





Destruction of the Egg Pods that infest the 
Station is essential. In most of these mis- 
sions, you'll clear the infested area, then 
weld the doors shut to prevent further infes- 
tation. During the mission Slaughter Em 
High in Stage 3, you've also got to destroy a 
Mother Alien. Proceed to Surface Area #7. 
Use the moving platforms to reach the top 
platforms. Proceed right, past the second 
set of moving platforms, then drop to the 
Egg area. 

The best way to destroy the Eggs is to 
kneel and creep slowly toward them, firing 
constantly with the Grenade Launcher or the 
Pulse Rifle. After you've destroyed the Eggs, 
you can grab two Grenade Launcher power- 
ups, located to the far right. Next, use the 
moving platforms to retum to the higher level 
of the area, then go to the right. When you 
reach the next gap, drop down and head left. 
You'll find a Green power-up for the Flame 
Launcher. Now, climb back up and retum to 
the second set of moving platforms. Drop 
down, and you're face to face with the Moth- 
er Alien. Dodge the of acid she spits, then 
quickly fry her with your super-powered 
Green Flame Fuel. 





trapped in Assembly Hall #5 and Mine Area 
#2. Again, making a sketch of the prison- 
ers’ locations really helps. Wandering 

we around aimlessly, especially at this stage in 
the game when the Aliens are more 
aggressive and deadly, is bad news. If you 
Ec have a map, you can rescue the prisoners 


&) methodically to take the least amount of 
a co TE AREA #11 


S-PRMASsSe Fuse SOx 


damage. To rescue an individual prisoner, 
simply walk in front of him. 


DOES ANSTHIi Ns Worri “3 
FRESE? arei* . cVSé.. BOXES | 


Locate Terminal 


Repairing Fuses is very similar to repairing 
pipes. In Machine Mania, Stage 4, four 
Fuses need repair in Waste Area #11. 
Make a rough sketch of the area, noting 
the Fuses. Proceed to the location and 
hunt down the damaged Fuses one by 
one. When you reach each Fuse, crouch 
and repair it by pressing Button Y until the 
gauge reaches 100%. 


PS SUAFTACE PReEAn ie 
rn MOTHEN 


—— ta eh PAST 





ASSERMSLY HALL #5 





Terminals are few and far between in the 
last two stages of the game, When you 
reach Stages 5 and 6, the first thing you'll 
have to do is locate the Terminal. Psst... 
Red Hot is the final mission in Stage 6. It’s 
an encounter with the Mother of all Aliens! 


Praoners & are trapped fscanbouk the Sta- 
tion, and you'll have to rescue batches of 
them in every stage. For example, in Stage 
5's Multi-Rescue, many prisoners are 
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By The Ryanator 
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eS Bubsy’s a must for any 
es @ gamer’s library. This cat’s 

excellent graphics and digitized 
voice make his rollicking adventure drip 
with purrrr-sonality. Bubsy teeters on one 
paw when he’s too close to an edge, and 
gripes about flyaway hair when he’s 
drenched with water. 

Bubsy’s creators at Accolade hope to 
keep you purring with their new trademark 
character, and they probably will. The 
adventure is huge! There’s a lot of territory 
to cover, and you never have to travel the 
same route twice. Though he slips up in 
controls here and there, this cat gets Best 
of Show. 





1-Up 
Every time you collect 500 balls of yarn, 
you earn a 1-up! 


No Way Out 


er OE 

E 3 
In Chapter 1, under the second cliff left of 
the wooden bridge, you'll discover an un- 
derground room with a 2-up and lots of 
balls of yarn. Jump in, grab the goodies, 
and then stand on the manhole cover to 










Double Your Pleasure 


7 ez 








“ 
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Sid A * 


“150 @? 24 a9 
Near the end of Chapter 2, there’s a long 
passage that leads into a large cavern. In 
the upper left-hand corner of the cavern, 
there’s an Invisible T-Shirt. In the lower 
right-hand corner, there’s a 1-up. 


be tossed out before the rising water lev- 
el drowns you. are 
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Exit Stage Right 






Easy Bonus Round 





There’s a large under- ty 
ground cavern near the be- 
ginning of Chapter 2. The 

water slide will slip you inside. «ili 
Once there, head up and to (a ( 
B= theright until youreacha =- US 
' ledge with a switch. Flip the ee 
switch, then head down and to " 
the nght along the bottom of the cav- 
ern. You'll reach another water slide that 
Slips you right out of the cavern. 


Sound Control  FunFactor Challenge 


Graphics 


ADV 


Advanced 


Sai 
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Just at the beginning of Chapter 2, head 
left and glide down. Enter the cave on 
$69.95 Two players the ledge below and go straight to a 

16 megs Passwords bonus round. 

Action/adventure 
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It’s a Turn Off 
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In the second half of Chapter 3, you'll 
reach a large underground cavern that 
has a long, low passageway for an en- 
trance. To reach a Yarn Crate and a 1-up, 
proceed inside and go up to the nght- 
hand corner of the cavern. Go through 
the warp cave to reach a switch. Flip the 
switch to tum off the water. Return to the 
bottom of the cavern, and leap across 
the ledges to find the goodies. 
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Easy Boss 





Unraveling the Woolie bosses at the end 
of Chaper 3 is easy. Simply leap on each 


boss two times while the Woolie is peek- 
ing out. 


“203 


a9) 


2-Up 





When you reach the first Strongman plat- 
form in Chapter 4, leap on it and veer 
Slightly to the right as you fly through 


3 gy 
7 
2: 
ae, a; 
es 4 


the air. If you’re angled correctly, 
you'll snag a 2-up. 














ine lives when yOu 
You won't need nine 
get your claws Into these passwords 
for every level in the gate 
Level 2: CKBGMM 
Level 3: cg 
4: MKB Sek ‘ 
te 5: LBLNRD Unlimited Lives 
ane KRK Use this Pro Action Replay code to 
Level 7: STGRIN ee Wek you always have nine 
Level 8: SBBSHC | "Ves: 7E02-0D08 
Level 9: DBKRRB 
Level 11 sages 
Le 1 SEIN 
Level 13 TG 
level: BICLMB 
Level 16: STCD 
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To reach the continue in Chapter 5, climb 
to the very top of the roller coaster. Head 
to the right, along the top. Go across the 
platforms until you reach the upper-right 
comer. Enter the round red circle door, 
and warp to the continue. 


A-Mazing 





To escape the maze at the end of Chap- 
ter 6, warp through the doors in the fol- 
lowing order: the red door, left and 
through the blue door, left and through 












the brown doot left’and through the red 


oor, right and through.the brown door, 
right and through the gold door. Now go 
own the roller coaster ramp and you're 
the boss. 





There's an easy Wool-Gas-Matron you 
can grab in Chapter 7. Simply.leap off 
the box between the two gargoyle faces 
to grab the goods. 


_A Step in the Right Direction 





: rr some areas of Chaptel 7,it Is seem like 


you're trapped. Look for nearby crates to 
push over amd leap off to safety. 


Surprise 





Leap of the aio heads j in mete 
7, 8, and 9 for a bevy of Pees 
and _surprises. 
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invincibility — | 


invincibility Ti 





_ When you reall the desert area of 
r Chapter 9, there's a tricky Super Bubsy- 
Shirt that-seems impossible to grab. The * 
‘Shirt is located néar the beginning of the’ 


level, past the first underground boulder 
pit..When you reach the ledge above the 
T-Shirt, drop to the Shirt and immediately 


'* vault to the right before you're skewered 


by the. skulls. 


‘Sky High 





Votes ie wanes 


As you proceed along the top of the 
desert section of Chapter 9, you'll reach 
a dynamite crate. Land on.it-and it'll blow 


you into the air and on to a platform with — 
* two Yarn Crates. , 
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There’s a Stiper Bubsy Shirt in she middle © 
of Chapter 10. The Shirt is past the first . 
island with the Exclamation Mark, just af- 
ter the floatirig platform. 


Don’t Forget to Turn 


Off the Water 

Near the middle‘of Chapter 11, there’sa 
switch you can use to tum off the water, 
Look for the switch next to an‘arrow-at 


_ ground-level in the middle of an island, 


just to the right of a tall orange pole and «= 
an Exclamation Mark. Once you've 
flipped the switch, you can drop into the » 


‘ ‘river bed and look fora Kinds of goodies, 





After you’ve ! off the water in Chap- 
ter 11, drop straight down to the river 


~ bed, and, head to the sécret door on the 


right; Enter this door, and you'll. zap to. . 
a Continue. Enter the door again; 


" and you'll go to a bonus round. 


<. Invisibility * 


fr 
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Just underneath the land level of the 
chapter, you'll find a Shadow Bubsy’Shirt 
nearthe middle of Chapter 12. From the 
TShirt, leap up and to the right (over the 
tall.pole) and head straight to the switch 
that turns off the water in the river! 








= 


Another Bonus Round 





= 
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When you reach the fifth stalk in Chapter 
13, Climb the stalk until you reach a-door. 


Use the door to go*left to a bonus round. 


High Flying 





off the spider web in the third tree in 
Chapter 13. 
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Flip the Switch 


"146 = 7233 








Working your way through Chapter 16’s 
Woolie Space Ship is tricky, To reach the 
far corners of the ship, you’ve got to flip 
the three different switches shown in the 
screens. Then you can transfer to the up- 
per reaches of the Woolie ship, warp sev- 
eral times, and eventually encounter the 


two-headed Woolie Boss! 
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SUPER NES: 


These moves will help you beat the Dark 
Queen’s army. 


i 2 ee ae 2 


i. ma: 72H f 


By Slo Mo 


/ Rash, Zitz, and Pimple are in 

> §6your face once again to fight for 
truth, justice, and the amphibian way. They 
put their best webbed foot forward in this 





You can pump up your pig-bashing potential 
with five lives and five continues. At the Title i a a a ta a tee nin at 

action/adventure cart - Battletoads in Bat. 9°28". Press and hold A, B, and Down, — ee 7 a pater _ ae 

tlemaniacs by Tradewest is dynamite! The then press Start. If it works, you'll see a brief 

graphics perpetuate the radical cartoony red flash when the Battletoads flag appears. 

style that made the original Battletoads NES __' yOu lose your first five lives, repeat this but- 

cart stand out, but this one improves upon _—‘ton-pressing sequence at the first continue, 

its predecessors to make it the best-looking — and you get five more lives...but that’s it! 

Toads cart yet. The game’s so tough and 

such an eye-popper that you won’t mind the 

simple, two-button game play. 








Graphics Sound Control  FunFactor Challenge 


BO, 


Advanced 


Price unavailable Action/adventure 
8 megs Two players 
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other out. 











To pulverize Rocky at the end of the first 
Stage in a one-player game, watch for his 
shadow when he jumps, then get out of 
the way! You can rock him as long as he’s 


on his pork butt. Once he stands, however, 


dodge him. When you face Rocky during a 
two-player game, Rash can hurt him by 
punching his stomach when he stands. 





Inside the Dark Queen’s Tree, you can easily 
Zap many of Queenie’s meanies by using 
the Hover Disc as a weapon. Fire the Disc 
vertically by positioning yourself at the top of 
the screen, pressing Up, and then holding 
down B. 





You can score an extra life in both of the 
bonus stages. In Bonus Stage 1 you must 
collect 200 bowling pins. In Bonus Stage 2 
you must grab 200 dominoes. 





A good wren for the Specter Bike Stage 
is to stay in the middle of the lane. That 
way, you can quickly tap Up and Down to 
avoid the barriers. Also, remember that you 
can move the bike while it’s in the air. 
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Sh soos nae 


The Wasplings inside the Dark Queen’s Tree 
Can provide you with 1-ups. Concentrate on 
clobbering one, then keep batting its limp 
form up into the air. Other Wasplings are try- 
ing to sting you, too, and you’re dropping 
down through the tree, so this is tough. 
However, if you manage six hits on one 
Waspling you score the 1-Up. 


ul I 
HA -HA-HA-HA! 


When you fight the Dark Queen, she puts 
on a major disappearing act. Queenie 
dematerializes and warps all over the 
place. Whenever she appears you must 
shoot her. Be careful as soon as you hit 
her, cuz she fires back immediately. 


Volkmire is a difficult target. When you finally 
find Volkmire, the game play switches to a 
cockpit view as you chase his spaceship in 
your spacecraft. You must hit him four times, 
but you only get six tries and you can’t con- 
trol your on-screen cross hairs, which move 
up and down. Try to lead Volkmire’s ship 
when you shoot. Wait until your cross hairs 
move from bottom to top in the same direc- 
tion as Volkmire’s craft. Fire just as the cross 
hairs pass the ship. Remember, however, 
that each time you hit the ship the cross 
hairs move faster. 
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aq Already a rotund legend on the vi 

Game Boy, Kirby comes to the —— . ae OG - > | 
NES with six big megs of imagi- | KIRBY : 900000 ert Let Kirby take the low at in Fees 
ies lenin tenakorne Kirby can’t bomb the cannons, but they Valley's on me pick up a Vitality- 
massive, gorgeous levels of Dream Land, can bomb him. Fly up and over to avoid "storing Maxim Tomato. 
Kirby vacuums up his enemies and blows their blasts. 
them back out, but this time Kirby has a new 
ability ~ he adopts the amazing powers of 
the enemies he devours. Get ready for Laser 
Kirby! If you aren’t yet a fan of everybody’s 
favorite puff-head, you will be once you start 
playing this wonderfully addicting game. 





















_ tee SS gat me BSc ys 
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Suck in the ice blocks from =e ice 
cream man, then fire them back at him 
to get to the boss. 










The Tree — suk at you and ‘aides 
apples. Dodge the puffs, suck up the ap- 
ples, and spit them back at the Tree 
Boss's nose. 


Graphics Sound Control  FunFactor Challenge 





ORG) FO | vi. Don't let this wheel run you down. Jump 
above it and wait for it to unload little 


intermediate 





wheels at you. 
mgm One player 
6 megs Battery backup 
Action/adventure 
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On Ice Cream Island, enter this boxed 
area fromthe nght to get the Maxim 
Tomato. 


Take care of the lower enemies in this 
Challenge before-taking on the enemy at 
the top. Dodge those flying forks! 









The Butter Building mini-boss can jump 
high and throw nuts. While dodging his 
charges, use the nuts as weapons 


Keep your distance from this operatic en- : ett 3 am 
emy or he'll sing you to sleep (perma- 
nently!). Catch his notes and sing them 
back at him. 


Walk to the far right of the Butter Building — against him. 
to get this door to open behind you. 





Grab the Pep Drink and then drop down 


: bic Be quick as you go for these goodies. ee 
the chute next to it to find a secret Butter They'll quickly fall offscreen, and you The Grape Garden’s flying Saucers are 
Building doorway. could fall with them! among the quickest enemies in the 


game. Proceed with caution! 
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swim to the far right of the Grape Gar. 
den’s second door to find this hidden 


of A: make as A fate! 4: ‘al 

i a a A a aes x aif 
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Shoot Kirby Fite at this my behind the 
third door of the Grape Garden. Once the 
fuse is lit, jump into the cannon for an ex- 
plosive ride to a 1-up. 





The boss at the end of the Grape Calc 
will try to open the clouds under you. Hi- 
Jump to the highest cloud and blast his 
eye with his own henchmen. 


eee Saeco tase’ eMac Sea et Ce ee ee 
Limb ' ‘ ms 





| Go throtigh the left door in on Yard 
-and you'll come back through the center 
door with a 1-up. 





To find a 4 stay low i in Wibess long Yo- 
gurt Yard tunnels. 





Kirby can find a helpful Wredpon in fa of 
the museums. This Tornado can whirl 
him through much of Yogurt Yard. 





Stay Alicé to the cao Yara Boss as it 
moves away from you and gouges out 
open space. 


November 1998 
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Fly down and to the right to find the exit 
in this maze of columns. 


®) @) @)') a) 


To get this seemingly iv eehetle 1-up 
on board the ship, back out and reenter 
through the window. 








After entering the fifth door in the Orange 
Ocean, open the area to the right of the 
cannon before you light this fuse. 





Keep Kirby on the ground when dueling 
the Orange Ocean Boss. Slash your 
sword as fast as you can. 








Rainbow Resort 
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Through the first door of the Rainbow 
Resort, some of the blue blocks are 
breakable. 





This enemy rolls at you. Jump over him 
and fire his ammo back. 





In the fifth area of the Rainbow Resort, 
swallow these killers before they hit the 
ground. 
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Be quick against the hard-to-beat King at 
the end of the Rainbow Resort. Your only 
weapons are the stars he hammers at you. 


And Beyond 


aes » 
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The Fountain of Dreams turns the game 
into a shooter. Dodge the stars and wave 
your Star Rod to beat this space ball. 


The Vampire Boss at the very end of the 
game is only vulnerable when he opens 


his cape. 


All’s well that ends well! 


DUO 
PROTIPS 


is N\ By Gideon 

heal) Like mankind, Bonk keeps — 

‘ evolving. Now he’s literally big- 
ger and better than ever. In Bonk 3, our pre- 
historic preteen has great new moves that 
make this game more strategic and more 
fun than its predecessors. Even if you’re not 
a Bonk fan, you'll like the head-banging 
action of Bonk 3. With better graphics, 
revved game play, and slick sound, Bonk 3 


is head and shoulders above its ancestors. 



















Graphics Sound Control FunFactor Challenge 





Bonk Basics 


use Bonk’s size-changing abili- 
ties to your best advantage. Some 1-ups 
and certain passageways to bonus items 
require that Bonk be a specific size. Bonk 
always transforms in sequence from Gi- 
ant to Normal to Tiny. The blue candy 


Learn t 


ADJ | ¢ 


oN 


4. 


$54.95 Two player 
Action/adventure Unlimited continues 
78 


") | Adjustable 
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makes him grow bigger, while the red 
candy shrinks him down. Try to remem- 
ber where the candy is on each level. 
Don’t worry about using them up, can- 
dies regenerate each time they scroll off 
the screen. 


Championship Chompers 






ee ee ee 





Using his powerful chompers, Bonk can 
climb in two different ways: The ol’ gnaw- 


ing to the top, and the new swinging up 
and around poles and outcroppings. 


Smell the Daisies 
















colle 


Always pick up the tiny pink flowers hid- 
den throughout the game. They’ll whisk 
you away to special, limited-time bonus 


games, where you can rack up awesome fifty Bitty Bonk body on a heart-meter sapping journey. 
points on your way to a 1-up. ie as eas ee 2 j Look for hearts hidden within his body, but 
it's definitely NOT worth the trip! 


om Me! Kiss Me! —_ roe 
lake the _ 





Eat the aecsaes candy at the far bot- 
tom-right corner of the ocean to gain ac- 


cess to the bottom of the ship through a 
Kisses blown by the female Bonk only tiny drainage vent. 


have half the effect of a regular “bonk” of Looking for a quick way fa of the water 
the head. Use Kisses only when your en- Hidden Passages in Stage 2-12 Munch the bait at the end 
emies are farther away and don’t pose | i 2 of eggshell-head’s fishing line, and he'll 
an immediate threat. reel you up out of the water. Of course, 


Don't Let Sleeping Plants Lie thank him with a solid bonk! 
aon = a See aoe Tubular! 








Bonk open ates and other immovable 
obstacles to reveal passageways and 
secret items. |.» 


Bonus items — food ele pop out of Dodge the ne 
sleeping plants when you jump on them. 
Some plants wait in ambush, however, 
and turn into harmful enemies. Bonk 
these plants from the side to release the 
enemies. Don’t open yourself up to harm 
by jumping on top of them. 


Dive! Dive! 





Enter tubes in Stage 2-1 by bonking di- 
rectly into the middle of the tube opening. 
Start jumping and bonking as soon as 
you pop out on the other end to change 
your exit trajectory. 


That’s a Big Baby! 





Avoid ater ane that sap your hoa 
meter. A tiny drop of water can kill ya! 


Jonali's Whale 


re ee a a ae ee 


et | 
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Wait i the git babi in Stage 2-3 to 
jump up, then run beneath him. Bonk di- 
rectly into him from below for a windfall of 
extra points. Bonk the baby from the top 
or side, and you'll instantly blow him away. 


Avoid monet: ooking bubbles it in Stage 
“1-3 at all costs. They zap your heart me- 
ter. Bonk fish out of your way. They re- 
generate and home in on you, though, so 
Swim fast and deep! 





lips in Stage 2-1. You'll end up inside its 
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By Otter Mattic 





. Wing your way through eight 
7 fough levels of Transylvania in 
Konami’s fang-tastic Kid Dracula 
for the Game Boy. You'll use magic powers, 
like your Wing ’n’ Homing Missiles, to bat- 
tle Frankenpunk, Trance Fusion, and other 
menacing monsters. You'll find lots of extra 
lives along the way, and a password feature 
assures your return from the dead. A nice 
Bat Transformation sequence highlights the 
fun graphics, while the sound effects offer 
details like the rhythmic beating of bat 
wings. Intermediate players will go batty for 
Kid Dracula. 


Kid Dracula 
CPL GUE) 


FunFactor 


5 


Graphics Sound Control Challenge 


Intermediate 
$29.95 Unlimited continues 
Action/adventure Passwords 
One player 
80 


ping. ghosts touch the ground, shoot 
‘them. Jump Over the projectiles they hurl 
jhost will throw three shots 












ye om Se 












swooping bats | ind Le 


them: Walk toward’ 4 Dat UNTH. our : 
to its left; then ‘power-up y ; 
and shoot: © ee A 
Frankie's V; 





“Todestroy wes tree aides, sam 
your Bat Attack and. let ’emhave it while 
~“ hanging out on branches. below, They. 
























“can't throw their knives ‘at oes WARE 2 oe 
gel re close tot them. hotetan 2. : 
pees {3 A S| omoes rt 
phe Aha oe “Jo get the hasty ows, shoot them from. ) 8 
ae 2, eualege. points,, like from this ladder, be 
AOE ye Be. fight vad ! 
; a a "a : Pe 







» To. ‘get past the Kid: ‘Eating Plant, select 
your Batt Attack and shaot regular shots 
“to scoot the: plant, along. At the same 
- time, let loose: your Bat Attack to take ue 
“enem nies that Leas above We. Se 






As: soon as the first. and second Level’ 
One Bosses appear, shoot them with a. 





pOMeEOAP shot. Every time these Hop.” caver 
« y # wt ni “ad 

cag <3 ang > ~ * ee, i : . ; al af " Ww ‘ ‘ if an in “ ; Z 
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fant iy : uy ua re ean ~_ = rn # hs, 
ae - a= Over 160 action-packed 
Pal = 
ti WY ss = 
SS Se ages of COMPLETELY NEW, 
Ss Sy 
W Sas SS 
a LevensiattsY SES SS | game winning shots, blocks 
SO sien ant mates | 
Se — Pigea gee} J 
fees, Rithees . . oe | 
==. Soe _/ and codes for these two 
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ei ne : by =) 
| = ene I Oo) a 
wee = / megahit carts. 
Penn ne Pa Biot roe ei, ang . e aes 
ae Se ny —— Pees ne } 
SS SS 
Over 2,000 full-color game 
a a 
screens..,.see the action as it 
= a 


happens, Plus tons of original 
iMustrations not available anywhere else! 
Our Street Fighter Il book also includes an 
exclusive section on Super Street Fighter Il for 


the Arcades! 
Step by step photos make you a gaming expert! 


Written By the Editors of GamePro Magazine! 


Also available at 
Blockbuster Video, 


Toys R Us, Walden 
Books, B. Dalton, and 


Software Etc. 








By Kay Oss 


Nas hy) Mickey may be a mouse, but 
Ac) you'll need to be a man or 
<== woman to get through this tricky 
one-player cart. In Land of Illusion, all of 
Mickey’s friends are present and accounted 
for to help you search for magic crystals in 
17 lands. This cart is no cheesy challenge. 
You'll find it tough to beat. Luckily the graph- 
ics are great and the sounds don't grate. 






Graphics Sound Control — FunFactor same 


Bie) a9) INT 


40 4.0 iscniiials 
$39.99 One player 
Action/adventure Unlimited continues 
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Use the whinwinds to your advantage. 
They can take you across sticky and 
prickly areas. Grab onto vines to get out 
of the swirl. 





Kuzve go in the Caves in Farce Land. 
You'll find something useful in every one, 
either a treasure chest or a jar with an 
“M” on it. Use the jar as a stepping stool 
to get you to higher ground. 





When you dive into the second part of 
the Lake district, immediately grab onto 
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the vine and wait for the current to pass. 
After it has passed, swim (don’t run) to 
the next vine and grab on again. Wait for 
the current to pass again and go up to 
get air. Wait for the current to pass one 
more time before you dive into the water 
again. Repeat this vine sequence until 
you reach the door to the next level. 





In Blacksmith’s nati yOu feed to * 
quick. Outrun the flame chasing you to 
reach the end of the level. 





In the Blacksmith’s castle, pick up the 
second coiled Spring you come to and 
place it in front of the wall. Then bounce 
yourself up onto the wall to get over it. 





To beat the fire-breathing ae Boss, 
Start from the top of the block piles and 
begin chucking them toward this 
flamethrower. It only takes three hits to 
extinguish his anger. 
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Humans and robots actually 
play side by side. Just be warned, 
: ue the action is so fast and furious, 
ce _- your control pad might actually 
melt in your hands. 





Konan, pitcher, Battle Heroes: 156 mph fastball. 
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re ee aed 


Genesis. One or two players compete at mind blowing speed. 


— 
Lan caned be Bogen tater ames be 


ee 


Just try and keep up with it. ELECTRONIC ARTS 


Licensed by SNK Home Entertainment, Inc. for play on the Sega” Genesis” System. Actual screens from Sega Genesis Version.2020 Super Baseball is a trademar! . Corporation z Senesis are trademarks of Sega Enterprises Ltd. 








4 Challenge the ProScores! 


When you achiev 
e 
=| SNES, Genesis, Du 
sa Gear game 
sen ing usa photo 
ie a, of the screen. If you have the 


issue of SWATPro. 
drawing will be hel 


your best score on any Ni 
y Nint 
0/TurboGrafx-16, Game Boy ‘es | 


you may submit your score by 


name will appear in our next 


Also, in each is 
; Cn issue of SWAT! 
d from all high scorer’s ae steh 7 


one in each area. The win i 
te ners will receive a T-shi 
. age so hed turn out the mea 
aye a : mm camera with a flash, and 
reid ree to four feet from the sc ) 
USE a Video recorder or ened 


and submit you 
r score on vid 
and tapes cannot be returned i aie 


The following rules apply: 


(Photos 


stick 

vacations i (0 rack up points, and goin 

these kinds wih Scores achieved thr nah 

ble to achieve in tes eae which are impossi 
play, will be disqualified. 

2) Secret power-ups are allowed vee 


9 as 
) Slow motion is discouraged, but will be 


allowed o 
, n certain gam 

eS W 

Judges feel slo-mo is a ae 


ge 


ng 


os 


tr’ 


requir 
te hie Same proof as scoring games 
ores will appear only once | 


y 
I Al y } S, 


and score achieved. Send your entry to: 


GAMEPRO M 

eae 
ProChallenge ag 
P.O. Box 5828 


San Mateo, CA 94402 


% 
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Score 


663,339 
209,800 
228,150 

1,236,000 
1,172,800 
341,320 
719,900 
191,300 
947,720 
47,297,990 
1,986,650 
74,060 
366,400 
323,393 
61,296 

42,999,963 
281,200 
993,727 
277,340 

9 999,900 
99,252,030 
9,809,230 
64,500 
179,350 
1,182,600 
440,580 
300,300 
99,990 


97,300 
367,000 


874,700 
1,331,100 


ae 
Pea sie OJ 
WT ¢ iy 
if we Game Player Score Game Player Score Game Player 
‘| 720 Degrees Conrad D. Cheslock 365,400 Fist of the Northstar Jake McKee 4,581,400 Millipede Stephen Krogman 
: 1942 Sav-E-Loy 726,050 ‘Flying Dragon Bobby Miller 77,748 Monster Party Nicholas Rohrbaugh 
1943 Donald E. Vasquez 9.621,400 Galaga Michael Valenzuela 999.300 Ms. Pac Man Mark Carlston 
Ms Abadox Jason Turka 377,790 Gauntlet Paul M. Davis 3,999 NARG Darrin Blazak 
| A Boy and His Blob Jason Turka 157,015 Gauntlet II Danny Cincone 5,270 Operation Wolf Chris Spencer 
ee Addams Family Stephen Krogman 1,034,200 Godzilla Paulo Wageck 10,256,680 Pac-Man Joel Eades 
‘ ae ; Adventure Island Steve Pavlina 613,320 Golf Stephen Dent 18 under par Palamedes Stephen Krogman 
. i Alien Syndrome Jason Bleistein 904.500 — Gradius Scott Lindsey 3,652,000 Paperboy Glenn Stockwell 
| Alpha Mission Michael Suggs 425,000 Gyromite Steve Menton 727,240 Pinball Melissa Finch 
| Arkanoid Stephen Krogman 999,990 Hogan’s Alley Steven Faust 983,500 — Pinbot Mike Camber 
| Bad Dudes Danny Cincone 260,600 Hollywood Squares Ed Cavenaugh 90,450 Pipe Dream Dan Schillinger 
le as | Balloon Fight Tony Shivley 991250 Home Alone Robert Kaziner 433,170 Popeye Peter Boardry 
q Bart vs. the World Jeff Adkins 472,000 Ice Climber Steven Faust 428,980 POW. Peter Boadry 
‘ if Battletoads Chris Mamitag 999,999 ‘Iron Tank Ed Van-Tilburg 1,180,900 R.C. Pro Am Ricardo Rodrigues 
sh Black Bass Fishing Darren Wilkes 95.5 lbs. Jackal Cory Lewis 999,670 ‘Rad Racer Glenn Stockwell 
7 ; ks | Bowling Cary Bell 240 pts John Elway’s Nicholas Malandrakis 409-0 Rampage Stephen Krogman 
1 ge) | Bubble Bobble Gerard Agbulos 2,071,390 Quarterback Renegade Robert Kazimer 
he " Bugs Bunny Misty Kazimer 474,900 Joust Tony Grouzis 124,880 Roadblasters Shawn McTaggart 
ae jee, Bump ’n Jump Greg Shill 126,840 Karate Champ Adam Albert 999,900 RoboCop Mark Buchholz 
f, ¢ le 3 California Games/ Matt McGrath 24.445 Karate Kid Peter Boadry 557,200 Robo Warrior Stephen Drogman 
F pes Half Pipe Kickle Cubicle Stephen Krogman 41.111,100 Rock n’ Ball R. Wayne Nitta 
a ey | Chiller Alex Childress 1,307,100 Kid Icarus Mason Sheffield 9 999,999 Rollerball Fred Stallis 
J v Contra Dan Kennedy 6,553,900 Kid Niki Sam Wu 557,700 — Rollergames Peter Boardry 
I, r “ee| Cybernoid Brian Davis 61,220 ‘Klax James Kalyn 3,435,800 Rolling Thunder E. Charbonneau 
= Ver ; ly Dig Dug Stephen Krogman 950,000 Kung Fu Heroes Devon Daschko 11,029,700 Rush ’n’ Attack John Orr 
[> a oy Dig Dug 2 Charlie Kimble 415,100 Kung Fu Master E. Charbonneau 580.210 Section i John J. Whittington 
ae bE} | Donkey Kong Mike Aubrey 496,200 Last Battle James O’Brien 133,000 Shinobi Justin Lee 
= ae Donkey Kong Jr. Michael LeJuez 438,400 Legend of Kage Marques Olivera 7,136,940 Shooting Range Ray Venosdale 
ate #4 Donkey Kong 3 Buzz Morgan 744,000 Legendary Wings Conrad Cheslock 2.568,600 Party Game 
Pat Double Dragon Miles Hardison 597.760 Life Force Blair Vanstone 1216,240 The Simpsons: Christopher Wall 
- es Double Dragon Il David Wright 650,000 The Little Mermaid Ricardo Savile Finished Bart vs. The Space Mutants 
a. =) Dr. Mario Stephen Krogman 9 999,8000 Mach Riders Steve Menton 448,860 Sky Kid Todd A.Barber 
Ll ee Duck Hunt Dwayne Julius 4516,800 Marble Madness James Chisholm 153,600 Sky Shark Bob Ostrovecky 
, 1 Ducklales Jeff Adkins 30,962,00 Mega Man V Chris Wall Finished SNOW Brothers Stephen Krogman 
: = Wat bat Final Fantasy Ross Roemer Finished Mighty BombJack ‘The Game Freak 43,008,920 
4 my hin: rE: : , ra nt s ~ i! ¢ Pipa Ss me ; “, 
ey, Bs Fe res a ae oh nae A Ei ia Goa ; 
SP ney a eas BP hao ne SWAT RAE TS Salma a ee “nf 
TE 8 Sabet yn navamas intae? 2 
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GENESIS (cont.) Duo/TURBOGRAFX-16 (cont.) 
Game Player score Game Player score Game Player score 
Solomon's Key Jeff Adkins 17,095,550 Moonwalker The Nintendo Hater 969,400 Cybercore Terry & Ken Chu 9,999 900 “ 
Spelunker Jeff Adkins 9,999,820 Ms. PacMan Peter Boadry 38,960 Devil's Crush William Bowen 999, 999 990 : ; 
Squoon Glen Stockwell 12,012,210  OutRun James Geiger 6,027,990 Fantasy Zone Jonathon Hall 25,813,800 aD 
| Star Force Jonathan Henry 6,443,900 — Phelios S. Krogman 99,999 990 Fighting Street Michael Campana 264,400 
Star Soldier Keyy McKenzie 6,090,000 Pit-Fighter Brian DoBauki 1,827 380 J.J. & Jeff C. Camera 10,175,650 
Star Tropics Chris Wall 85,710 Revenge of Shinobi Carl Rizzo 8,285,900 KLAX Mark Naruse 9,270,130 
Stinger John Whittington 3,318, 800 Shadow Dancer Stephen Krogman 99,999 990 Legendary Axe Sir Game Master 1,067,400 4 
Super Pitfall Glenn Stockwell 9,999 500 sonic The Hedgehog Jason McCarty 1,202,170 Monster Lair Michael Campana 128,130 a7 
i Sa) Skate or Die Teddy Meadows 127,300 Sonic The Hedgehog 2 Steven Shane Finished Ninja Spirit Jason Wong 64,617,300 t 
Super Sprint Matthew Rutter 276,550 — Space Harrier || Nils Thingvall 31,756,300 Pac Land Barry Sikora 1,051,740 
Tetris Chad Okuno 999,023 Strider Teddy Meadows 327,650 Side Arms Chris Nygaard 867,000 
me | Teenage Mutant Peter Boardry 198,200 Streets of Rage 2 Peter Boadry 378,490 Splatterhouse Rick Salverson 228,600 |i 
Ninja Turtles I Stormlord Steve Krogman 999,990  Veigues: Michael Campana 9,788,300 | ». 
: Tiger Heli Blair Tuck 381,310 Sunset Riders Peter Boadry 166,190 Tactical Gladiator 
| TMNT: Enrique Gonzalez 1,578 Super Hang On André St. Laurent 75,386,620 
f The Arcade Game Super Thunder Blade Brian Young 11,789,400 GAME BOY 0 5 
Toobin’ John Cicpiela 1,586,350 Techno Cop Parrish Spinosa 756,000 . 
4 G Top Gun Wayne James 91,600 Thunder Force || Kellin Winslow 9,088,210 Game Player score 
ri >| Total Recall Brian Stark 999,810 Thunder Force {II Kellin Winslow 6,706,050 Alleyway Darsi Rash 10,322 
Town & Country Ricardo Rodrigues 309,390 TMNT: Peter Boadry 159 Revenge of the Gator R. Middleton 4491 960 
Surf Design Hyperstone Heist Paperboy Kevin Adams 28 450 
. Track and Field Miles Hardison 1,193,099 — Truxton Zubair Nadem 2,255,330 Tetris Brad Davenport 623,205 at 
iy th Trojan Rex Cottingham 456,150 Whip Rush Parrish Spinosa 348,500 >> 
Twin Cobra Ryan Culton 981,000 Wings of Wor Stephen Krogman 752,970 
ms Werewolf Edouard Charbonneau 999 900 
wm «(Wings Conrad D. Cheslock 1,016,000 Game Player Score 
arte Stephen Krogman 11,000,394 Game Player Score 
World Runner Adam Kline 669,650 —Actraiser Ross Roemer Finished Send , x 
Wrecking Crew Jason T, 999,900 Alien3 Peter Boadry 259,390 us your 
«er Yoshi Robert Trammel 2,135 — Darius Twin Edouard Charbonneau 4.303.300 
whe Zanac Dave Hanych 36,783 810 Final Fantasy Chris Wall Finished 
Mystic Quest Super scores! 
GENESIS Final Fight Chris Saldivar 3,809,783 
Joe & Mac Vicki Hansel Finished 
am | Game Player Score Pit-Fighter Carlton Barnes 1,777,510 
~t:) Air Diver J. Zaremba 93,352,000 Rocketeer Cathy Prisk 98,375 
After Burner 2 Tony Costantini 4 316,640 Spiderman X-Men: — Chris Wall 1,933,279 
5] Altered Beast Ken Pescatore 11,655,100 Arcade’s Revenge 
® | Arnold Palmer Golf £. Holowachuk 37 under Par Star Fox Joseph Anonuevo 46,000 
A Arrow Flash James Geiger 854,520 Super Mario World Vicki Hansel Finished 
Buster Douglas shea Lamb 22,250,080 Super Smash TV. Rick Weis 79,896,440 
BA Knockout Boxing Super Star Wars Annette Rich 436,983 
| Columns Heath Dalton 99,999,999 Teenage Mutant Brian Shelby 1,394 
Crile Ball Rob Musilowski 24,082,500 Ninja Turtles 
: Desert Strike James Geiger 3,216,400 Thunder Spirits Alfred Rasmussen 177,350 
| Dick Tracy Amy Vandale 144,090  ToeJam& Earl Vicki Hansel Finished 
DJ Boy Carlo Hizon 1,836,100 Wanderers From Ys Ross Roemer Finished 
| Gaiares James Geiger 1,441,975 | a : 
oe? sen in — bis JU /TURBO, TRAFN: - 16 
te * ard Drivin’ ichard Defino 14: 
1 Home Alone Marc Paulus 87,200 Game Player score 
pt S| Klax Matt Garland 1,811,154 Alien Crush Barry Bowman 999,999 900 
Mercs James Geiger 1,944 800 Blazing Lasers Marshall Kwok 99,999 999 
¢ e4] Mickey Mouse: Brian Schulze 136,300 Bloody Wolf Ken Shulin 2,348 300 
Pa | Castle of Illusion Bonk's Revenge Gary Wong 476,450 
; Might and Magic Alex Schram Finished 
hat 6 er So . ‘ _ 
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very special St tio 
Pro's Challenge gives ie : Sci! We also have some great challeng 
6 


This month The 
yourself as one 0 
The Legend of Ze 


f the best players int 


\da: Link's Awakening. Here are the rules: 


letin 
4) Take a videotape or photograph of you completing 


any challenge and mail it to: 


WATPro 
rise pro's Challenge 


November 1993 

P.O. Box 5828 

San Mateo, CA 94402 7 
2) No Game Genie codes OF Pro Action Rep 


codes allowed! 


d. 
3) Pad tricks are allowe 
; All controllers are allowed, including ra 


and slow motion. 


pid-fire 


- Re-Dizzy Combo? 


In previous versions of Street Fighter II, 
certain characters could use the ultra 
devastating re-dizzy combinations. Re-dizzy 


CHALLENGE #2 


Mortal Kombat 
(Genesis or Super NES) 


Can You Find and 
Defeat Reptile? 


Legend has it that there’s a mysterious 
Mortal Kombat character named Reptile. 


- Link’s four-meg cart is one of the most 
challenging hand held games of the year. _ 


Link’s Awakening 
(Game Boy) 


reet Fighter II Turbo contest, 


ed. 
5) Photographs and videotapes cannot be return 


6) In every contest, the first es 
ae ase ae S| 
the First Prize. 'ne eae 
missions will receive Runner-UP 

s will be entered in the Bonu 
7) a. will be listed in this sae 
8) If you ’q like, also send a pho ( 
description of what games yo ‘ 
cacret tips for getting high scores. 


he game iter ‘Capcom betnoid ak F ii Turbo Pri 
First Prize pods You'll be fightin’ 
We doubt there are any re-dizzies, but we'll 


re-dizzies from SF II Turbo...or did they? 


let you, the players, find out. Your challenge 
is to send us a written description and a 
videotape of a re-dizzy combo that works 
with reasonable consistency. 


Rumor is he combines the icy powers of 
Sub-Zero with all the moves of Scorpion. 
Few have seen him, and none have lived to 
tell the story of his existence. Your mis- 
sion is to find this incredible ninja and 
defeat him. 


Videotape Only! 
You must videotape the match between you 
and Reptile and win. No photos allowed! 


Can you role-play to the end of the game 
and save Hyrule? Take a photo or video- 
tape of the end-game congratulatory 
screen to win. 


5. W.A.T. PRO ® November 1993 


and you could prove 
for Mortal Kombat and 


First Prize (one): Vouk choice of one 
‘free 16-bit game, or three free hand held 


submission to arrive 
yidence will receive 
ixth correct sub- 

es, All other sub- 
prize drawing. 

of SWATPYO. 

h of yourself, a brief 


like to play, and your 


arcade style with two Capcom Sate: 
Power Sticks, plus an SF Il Turbo tee-shirt 
and poster! 

Runner-Up (five): Turbo tees and 
posters make you a Street Fighter star! 


Kombat Prizes 

First Prize (one for each system): 

A collection of Mortal Kombat merchandise, 
including a 6-foot tall Goro standee, a T-shirt 
autographed by the designers of the game 
and the actors who appear in the game, and 
a comic book signed by the designers! 
Runner-Up (five for each system): 
A cool Mortal Kombat T-shirt. 


games. It’s up to you! 

Runner-Up (five): The great new 
GamePro T-shirt! All your friends will 
be envious. 








Get Ready to Rumble with Street Fighter Il! 
This is it-the guide to beating Street Fighter Il! This 162 page 

ia book Is jam-packed with in-depth tips and tactics for the 

1 Super NES home version and the Champion Edition arcade 

game. 













162 pages 8" x 10 3/4" 
$9.95 
Super Mario World Game Secrets 


Rusel DeMaria & Zach Meston 

Mano’s Back in His Greatest Adventure Ever! 

Super Mario Word Game Secrets is an indispensable guide 
to the hottest Super NES game of all time, with detailed 
strategies, tons of screen shots, and the wildest secrets to 
blow Super Mano World wide open! 


288 pages 5 1/2" x 8 1/2" 
$12.95. 
Super NES Games Secrets, Volume 4 
Rusel DeMaria 


The Unauthonzed, Uncensored Guide to the Latest and 
Greatest Games! 

Like our other SNES titles, this one contains nearly two dozen 
walk-throughs and some special sections on the newest, 
most popular games for the Super NES. 


352 pages 5 1/2"x 8 1/2" 
$12.95 
=a Super NES Games Secrets Greatest Tips 


Editors of GamePro magazine 
Thousands of tips, tactics, and tncks for hundreds of the most 
3 | Popular new Nintendo games for the Super NES are covered 
é in this fast-paced guide. 
224 pages 
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Fill out a product order card from 
below and mail to: 


GamePro Products 
P.O. Box “P” 
San Mateo, CA 94402 
Or Call: 415-330-4PRO 


(No video game or subscription 
information available at this number) 


Credit Card No. 
Signature 


SHIPPING/HANDLING: 
U.S.A.: include $2.50 per copy. 
Canada: include $4.50 per copy. 
International: include $7.50 per copy. 
(U.S. funds only) 
Shipping is via surface mail. 
Allow 4 to 6 weeks for delivery. 


Send to: 
Name: 
Address 
All Prices are in U.S. Dollars ety 
PLEASE PRINT CLEARLY 


i 
— = nO Ee a a a a a a a 
# 


L) Chech/Money Order* ) VISA) MC (Min. Credit Card Order $10) 


Super NES Games Unauthorized Power Tips 
Books 


Nick Roberts & Carl Rowley 

Unofficial, Uncensored, Unbelievable! 

Full-Color Graphic and Inside Secrets to the Hottest Super 
NES Games of the Year! Color Illustrations 















112 pages 8 1/2" x 11" 
$14.95 


Editors of GamePro Magazine 
Game-Busting Tips and Tricks for the Hottest New Sega 
Genesis Games! 


224 pages Sie’ x Biiz 
$11.95 
Sega Genesis Secrets, Volume 6 
Rusel DeMaria 


Action! Adventure! Sports! Here Are the Hot Tips That Will 
Get Players Through the Games! The big hits just keep on 
coming for the Sega Genesis game machine, and, as 
always, we're there to guide players through all the 
treacherous traps and mind-bending puzzles. 

352 pages Sie XO te 

$11.95 


Official Sega Genesis Power Tips Book, 

2nd Edition 

Neil West 

The Official Full-Color Guide to Sega Genesis Games is 

Back with the Hottest New Games! Color Illustrations. 
112 pages Clie xil” 
$14.95 









Exp. 


Total Price 
Shipping (see chart) 
Sales Tax (CA=8.25%, IL=6.25%) 


*Please make checks payable to GamePro. Pre-payment required. Offer good for a limited time only. 
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Ds By The Viiiiiiidiots 

y We're baaaaaack - and yOu 
can’t stop us! This month's in- 
staliment of Video IQ has more mindless, 
empty-calorie questions from yours truly 
and yours truly. Now for the good 
news...ha, ha, fooled you, there IS no 
good news! Just deal with these Qs and 
As and drink a few cases of Princess 
Toadstool Cherry Soda. 





100 Pts. This is the phun, phantastic, 
role-phlaying game for the Phaster 
Phystem. 

200 Pts. If you really wanted to play 
Master System games on your Genesis 
or Game Gear, you could use these de- 
vices to do it. 

300 Pts. This set of Master System eye- 
ware was like, way cool, and like, way fill- 
ing up a landfill when no one bought 
then... 

400 Pts. This company originally distrib- 
uted the Master System. (They’re also 
known for little yellow toy trucks). 

500 Pts. This was the television advertis- 
ing slogan for the Master System. 





100 Pts. This game was a “Total” reject. 
200 Pts. Both of these games should 
have gone “Back” to the drawing board. 
300 Pts. “Hudson” Soft was pretty smart 
not to pick up this license, or their name 
might have been permanently scarred. 
400 Pts. You’re guaranteed to get “an- 
noyed” with this game within 30 minutes. 
500 Pts. Activision could have tried 
“Hard”er with this game. 





100 Pts. This game was packed in with 
the Atari 2600. 

200 Pts. This game was packed in with 
the ColecoVision. — 

300 Pts. This game was packed in with 
the Intellivision. 

400 Pts. This game was packed in with 
the Atari 7800. 

500 Pts. This game was packed in with 
the Vectrex. 





100 Pts. This was when the first issue of 
GamePro appeared. 

200 Pts. This was the first ProStrategy 
Guide published in GamePro magazine. 





300 Pts. This was site magazine issue in 
which this artwork first appeared. 

400 Pts. This game has been the subject 
of more GamePro and SwatPro covers 
than any other (through October ’93). 
500 Pts. This publication was Nintendo 
Power before there was a Nintendo 
Power. 





100 Pts. This was the TurboGrafx-CD 
version of Street Fighter I. 


S.W.A.T.PRO © November 1993 


200 Pts. You could play as these charac- 
ters in Street Fighter |. 

300 Pts. This was Guile’s secret “glitch” 
move that attached him to an opponent 
in the original Street Fighter II arcade. 
400 Pts. This was Dhalsim’s secret 
“glitch” move that appeared by accident 
in the original Street Fighter ll arcade, and 
was later intentionally programmed into 
Street Fighter II Turbo. 

500 Pts. These were the 10 bosses you 
faced in Street Fighter |. 


Rules and Regulations 

1) Answer as many questions as you 
wsh 

2) All answers must be phrased in the 
form of a question! 


_ 3) Check your questions (answers?!) 
on page 94, Add the appropriate point 
value to your score when you get one 


right; subtract the point value when you 
get one wrong. 

4) lf you want to win a free prize, tough 
luck, sucker. You'll have to play The Pro’s 
Challenge for goodies. All you'll get from 
playing Video IQ is eyestrain! 


Measure Your Success 


0 or less: If your mind was any more of 
a sieve, there’d be brain cells splattered 
on the floor. 

1 - 1500: Oooooh, scary — you got a 
few right! In a four-question multiple 
choice exam, you’d probably get, oh, 
say 25% right. 

1501 - 3000: Okay, we acknowledge your 
basic ability as a video game player...We 
also acknowledge your basic inability to 
meet members of the opposite sex! 
3001 - 4500: We know a power player 
when we meet one...and you’re not one! 
4501 - 6000: Wow! What a high score! 
Your friends must hate going to the ar- 
cades with you. 

6001 - 7500: Cheater! Didn’t you learn 
anything when those goons busted you 
for fixing the dip switches on the Mortal 
Kombat machine?! 





BLOODIEST PIRATE = 









SWORD 





OF THEM ALL! 


Hook wants revenge...and he’s looking enchanted Neverland, clash with 
for you! So take on the role of Peter Pan Hook’s brutal band of pirates and face 
and embark on a magical quest to free strange, dangerous creatures like 
your children and destroy the notorious poisonous porcupines, man-eating 
Captain James Hook. Based on the tigers and pirate ghosts. As Peter, 


blockbuster Spielberg movie, Hook you'll need all your strength, stealth 


for Genesis and Game Gear 

delivers incredible non-stop 
action and critically acclaimed 
game play. You'll fight the Lost 
Boys and Rufio for your golden 
sword, soar high above the 


© Vora, 








and magical powers to survive 
this epic adventure. Then face 
the ultimate battle against the 
bloodiest pirate of them all! 





SONY 





Hook’ is distributed by Sony Imagesoft, 2100 Colorado Ave., Third Floor, Santa. 
Monica, CA 90404. ©1991 TriStar Pictures, Inc. All rights reserved. Hook and 
associated character names are trademarks of TriStar Pictures, inc. Sony Imagesoft 
and Imagesoft are trademarks of Sony Electronic Publishing Company 


Sega, ss 
Genesis and Game Gear are trademarks of Sega Enterprises. Ltd. Allrights reserved «=IMAGESOFT 











Bill Walsh College Football 
by Electronic Arts 


Graphics Sound Control FunFactor Challenge 


Ble © wr. 


Intermediate 





Football 
4 players 


$59.95 
8 megs 


Bubsy in: Claws Encounters 
of the Furred Kind by Accolade 


Graphics Sound Control — FunFactor Challenge 


Seaic 5 BEG. 


“Beginner 
Two rome 
Passwords 





16 megs 
Action/adventure 


Chuck Rock ii: Son of Chuck 
by Virgin Games 


FunFactor Challenge 


Se) 


Adjustable 


ciate 
One player 


Graphics Sound Control 





oa 
8 megs 


F-15 Strike Eagie li by MicroProse 


a Sound Control 


FunFactor © ww 


© 10 





= 
8 megs 
Flight simulator 


a — 
Passwords 


Fatal Fury by Takara 


3 Sound Control — FunFactor Challenge 


| 

ADJ 

‘ADJ 
40 





a. 
$64.99 Somer 
12 megs Two players 
General Chaos by Electronic Arts 


Graphics Sound Control  FunFactor Challenge 


S191919 w 





Intermediate 
aE War roe 
8 megs Four players 


Jack Nicklaus’ Power Challenge Golf 
by Accolade 


Graphics Sound Control FunFactor Challenge 





ee 


Adjustable 
$59.95 Four players 
8 megs Battery backup 
Golf 


nm 


Jurassic Park by Sega of America 


Graphics Sound Control FunFactor Challenge 


emge w 





Intermediate 
Ie One ne 
Action/adventure Passwords 
King Salmon by Vic Tokai 


Graphics Sound Control FunFactor Challenge 


aaee ADV. 





Advanced 
4 megs Passwords 
Fishing 
Lightening Force by Techno Soft 


Graphics Sound Control FunFactor Challenge 


Sie m. 


Adjustable 


apes 
One player 









Graphics Sound Control FunFactor Challenge 


RB) © au 


Adjustable 





Price unavailable 
Beat-em-up 


Two players 
Limited continues 





Pirates! Gold by MicroProse 


FunFactor Challenge 


Eo 


Graphics Sound Control 





Adjustable 
as One — 
8 megs Battery save 
Graphic adventure 
Ranger X by Sega of America 


Graphics Sound Control FunFactor Challenge 


ARs m 


Intermediate 





<= not ome rae 
8 megs One player 
Rocket Knight Adventures by Konami 


Graphics Sound Control FunFactor Challenge 


BGS) 


Adjustable 
F an uean 
8 megs One player 
$.W.A.T. PRO 









Shinobi li Return of the Ninja Master 
by Sega of America 


Graphics Sound Control FunFactor Challenge 


ON © w 





Adjustable 
oar ashen 
8 megs One player 
The Simpsons: Bart’s Nightmare 
by Acclaim 


Graphics Sound Control FunFactor Challenge 


SEIS) a 


Expert 


han 
One player 





aa 
8 megs 


Spider-Man X-Men: Arcade’s Revenge 
by Flying Edge 


Graphics Sound Control  FunFactor Challenge 


ARel@ m 





Intermediate 
7 One = 
8 megs Action/adventure 
TechnoClash by Electronic Arts 


Graphics Sound Control  FunFactor Challenge 


Ad\0) © wm 





Intermediate 
aa One coe 
8 megs Passwords 
Shoot-em-up 





After Burner lili by Sega of America 


Graphics Sound Control  FunFactor Challenge 


Te 





Adjustable 
$49.99 One player 
Shoot-em-up 
Ecco the Dolphin by Sega of America 


Graphics Sound Control FunFactor Challenge 


e|6 ae m 





Intermediate 
TT One on 
Action/adventure Passwords 
Robo Aleste by Tengen 


a NTT Control  FunFactor Challenge 


& 
®) © NO an 


Adjustable 
.- oar 
Unlimited continues 





yr 
Shooter 


November 19938 














Graphics Sound Control  FunFactor Challenge 


B03) 5) ADV 


Advanced 
ape 
One player 


aaa 
8 megs 


Graphics Sound Control + FunFactor Challenge 


BA) © a. 


Adjustable 
een 
One player 


a 
8 megs 


Graphics Sound Control  FunFactor Challenge 


Seee INT 


Intermediate 
eo 
12 megs 
RPG/simulation 


One — 
Battery backup 


Graphics Sound Control  FunFactor Challenge 


GaGa w 


Adjustable 
Two aan 
Passwords 


7 
8 megs 
Action/adventure 


Graphics Sound Control FunFactor Challenge 


OK © Ad. 


Adjustable 





a unavailable Two players 
16 megs Unlimited continues 
Beat-em-up 


Graphics Sound Control  FunFactor Challenge 


ie Ben. 





Adjustable 
ie Two a 
8 megs Passwords 
Football 


Graphics Sound Control FunFactor Challenge 


eee © m 





Intermediate 
7 One coe 
8 megs Passwords 
Auto racing 


Graphics Sound Control FunFactor Challenge 


aaiaie™ 


Intermediate 





anaes 
One player 


aaa ae 
8 megs 


FunFactor Challenge 


CSS) 3 


Adjustable 


Graphics Sound — Control Graphics Sound Control 


FunFactor Challenge 


es) 6 um 


intermediate 
Beat-em-up 
Two players 





74.99 
16 megs 


$69.95 
12 megs 
War simulation 


Two players 
Battery backup 


Graphics Sound Control — FunFactor em 


Graphics Sound Control FunFactor Challenge 


@ © Rio 





© MW. 
Adjustable $59.95 Two players 
ae Two a 8 megs Passwords 
8 megs Passwords Shoot-em-up 
Auto racing 


Graphics Sound Control  FunFactor Challenge 


© © © © w. 


Adjustable 


3 Count Bout by SNK 
Graphics Sound Control FunFactor Challenge 


OO RG 


Expert 


oa em beat-em-up 
106 megs Two players 





Beat-em-up 
Two players 





Graphics Sound Control  FunFactor Challenge 


BEA wm. 


Intermediate 


- World Heroes 2 
(by SNK) 





or ae Two — 
8 megs Passwords Graphics Sound Control FunFactor Challenge 
Baseball 


eeeem 


Expert 
Graphics Sound Control  FunFactor Challenge 


he @) Adu. 


Adjustable 


$239 Beat-em-up 
146 megs One player 





e) Sound e) FunFactor ew 





o ‘as @ ) a FunFactor Challenge 
$69.95 eae in Normal 
4 megs Mode Bp) INT. 
Action/puzzle Packaged with Super 
Four players Multitap 


6) M. 
cor “up 
Two players 







Graphics Sound Control  FunFactor Challenge 


© @@ 


Adjustable 
ono 
Two players 


Graphics Sound Control FunFactor seit 


Graphics Sound Control  FunFactor Challenge 
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Check Your Video [IQ 


WVieasure Your Success the Master Gear Converter (Game Gear)? 400. What was Pole Position II? 
0 or less: If your mind was any more ofa Sieve, 300. What are the 3D Glasses? 500. What was Mine Storm? 
there'd be brain cells splattered on the floor. 400. Who is Tonka? Magazine 
~ 4 - ight! 500. What was The Challenge Will Always Be There? 
1 ~ 1500: Oooooh, scary — you got a few right Ww nge y re 100. When was April, 1989? 


1501 ~ 3000; We acknowledge your ability as a video game 
olan alec notation your abiity t6 Really Bad NES Licenses 200. When was September, 1992? 


meet members of the opposite sex! 100. What is Total Recall? 300, What was the December, 1989 issue of GamePro? 


3001 ~ 4500: We know a power player when we meet 200. What is Back to the Future 1, 2, & 3? 400. What is Street Fighter II? (Five covers total - GamePro 
One...and you're not one! 300. What is Hudson Hawk? 3/92, SwatPro X/92, GP 10/92, GP 8/93, GP 10/93.) 
451 — 6000: Wow! What a high score! Your friends must 400, What is Yo! Noid? $00, What was the Fun Club News? 


hate going to the arcades with you. 800. What is Die Hard? treet ighter Secrets 
6001 — 7500: Cheater! Pack-l S Fi he: 
n Puzzlers 100. What was Fighting Street? 
_ Master System Sadness 100. What was Combat? 200. Who are Ryu and Ken? 
- 100, What is Phantasy Star? 200. What was Donkey Kong? 300. What is Handcuffs? 
200. What are the Power Base Converter (Genesis) and 200. What was Las Vegas Poker Blackjack? 409, What is Disappear? 
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So there | was, sitting in the living room, channel 


surfing with the remote when | get in that mood - you 


Aetion. reach for 










maa Know - for some 


M 


my new hockey game, and strip off that weird 


plastic, the kind that always sticks to your fingers when, 


P BAM! OUT FLIES A PUCK that nails me in the face 


anda two of the biggest mashers I've ever seen hauling 





after it. WHOAAAAAAAA |! 


Next thing | know, I'm wiping ice out of my eyes, it's really freakin' cold 









and I'm standing ina ref's outfit in the middle of a rink in front of 
thousands of screaming fans. Those same two guys whiz by me and 
slam up against the wall. They start shredding 
ach other, the crowd goes off and I'M supposed to 


end THEM to the penalty box?! YEAH, RIGHT! 





They ain't havin' it. They come screaming down the ice 
like I'm the puck and Check Me so hard, I'm sent flying back into my 
living room. TRIP OUT! 
| dive for the Super NES® controller under the sofa cushion and now 
I'm in control of this came. 

YES! 32 teams to choose from, exhibition or tournament mode, fighting 
and shootout practice, adjustable team skills and aggression, ref's that 
range from "tough" to "blind," fourteen pages of hot 


stats, ballistic skating and throat-ramming slap shots! 








SUPER SLAP SHOT™ Bust one open. 









Official 


Sea! of Quality 


Licensed by 






Super Slap Shot is a trademark of Alpine Software. ©1993 Alpine Software. All rights reserved. Licensed to Virgin Games, Inc. Virgin is a registered trademark of Virgin Enterprises, Ltd 
Designed and produced by Ed Ringler. 


Nintendo, Super Nintendo Entertainment System and the Official Seals are registered trademarks of Nintendo of America Inc. ©1991 Nintendo of America Inc. 


Hit THE STREETS 
AGHTING 













Fists and feet collide in Raging Fighter,” 
the purest, most savage man-to-man slug fest for ania Boy 

Enter the Omega League of 7 full size, screen dominating fighters each with 20-40 attack 
moves including specialized assaults. Use these awesome arsenals of physical brute force to 
wail on computer controlled foes in the practice mode. Pulverize 
your opponents in a Single elimination pain event. Or vie for the title 
of Mightiest Mortal in the bone crushing tournament. 

You can even inflict unforgettable agony on a friend with the 2 
player option using a second Game Boy, Raging Fighter Game Pak 
and a Game Link™ So grit your teeth and clench your fists. In Raging 
Fighter you have nothing to lose but use of your limbs! 





K ONA mr 


Konami Game Hint and Tip Line:1-900-896-HI N1(4468). 70¢ per minute charge. Minors must have parental permission before calling. Touch-tone phone required. Raging Fighter™ is a trademark 


of Konami, Inc. Nintendo, Game Boy, and the Official Seals are trademarks of Nintendo of America Inc. © 1991 Nintendo of America Inc. Konami is a registered trademark of Konami Co., Ltd. © 1993 Konami. All Rights Reserved. 


